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A ll the speed and excitement of 


championship squash is now available at yóur 
fingertips in a game so realistic — you'| need a 
shower alterwards! 


Written with the help of Jonah Barrington, former World 
Squash Champion, the game keeps to the International 
Squash Racquet Federation rules as far as is possible, You 
serve in a 3D giass-backed court to play against your 
computer, or, using the game's two player option you can 
challenge a friend, 


There are 4 levels of difficulty, and depending how fit you 
are you can play |, 3 or 5 game matches! Check your score 
with the-on screen display, but as your eyes are too busy 
watching the ball, Jonah Barrington acting as marker calls out 
the score for you. All this is due to a programming 
breakthrough that enables your computer to accurately 

reproduce the human voice without -any hardware 

add-crs! | 


The game also incorporates a Lser Defined 
le loystick/Keys option which means that you can 
Commodore 64 INV PL k. set your keyboard to suit you, or play with 
and all TE pl Z = justabout any make of joystick. 
e aço | VIF< So pet in training for this high- powered 
48K Spect ums aChon game Now 
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7 EDITORIAL 


plus indexes to Advertisers and programs reviewed 






| 8 MERELY MANGRAM 
Latest games news and a quick look at NODES OF YESOD 






| 45 CRASHBACK 


Looks into some games from issue 8 











28 A GREMLIN IN THE WORKS 
| Roger Kean visits Sheffield to see the latest offerings from | 
“Gremilin Graphics including MONTY ON THE RUN 






56 CRASH FORUM 
The BUG BOX is beginning to work... 


68 THE SINCLAIR STORY 
Part 4 looks at the Televistonary 






71 NEWS INPUT 
| À brief roundup for the month 





74 THE WALLY CLUB 


We look at the results and draw some conclusions 






77 PLAYING TIPS 
Rob looks at the most popular games causing problems, 
cin E plus the Atrium Map from GYRON 
108 GETTING IT TAPED 

Magnetic Magazines for your computer 














82 CRASH HOTLINE AND 
ADVENTURE CHART 






128 ON THE COVER | 
This month looks at the work of BOB WAKELIN, the man 
| behind many Ocean covers 





89 LLOYD MANGRANW'S HALL OF 
SLIME 


| More hi-scores from the man who hangs cheats from 
trees 







88 ADVENTURE OF JETMAN 


Ê The little cult continues, loonier and loonier 


54 CLUMSY COLIN COMP 
A colour TV plus loads of KP Skips to be won in this 
Mastertronic competition with a difference 








92 TECH NICHE 










| 70 WIN A SINCLAIR FLAT | | Looks at LEONARDO (pt 2), Dk'Tronies sound synth, 
TELEVISION! modems and other hard bits 


Three lucky winners of this Sinclair research comp will 
wvin a tiny pocket TV!! 








99 ADVENTURE TRAIL 
7 Tinderbox in hand, Derek takes the helm of a sub and gets 
76 CRASH QUIZ bored 











705 SIGINPOST 


Adventure help, tips and letters 









86 THE FIRST ICON DRIVEN 
COMPETITION 
They said it couldn't be done, but CRASH and BEYOND 
have! À chance to get some SHADOWFIRE T-shirts 





110 CRASH COURSE 
7 Educational fun from Rosetta McClzod 








118 FRANK BRUNO'S BOXING 
Elite ara offering a trophy plus 3 VTX5000 Modems! 







124 FRONTLINE 


The column they're coming to call Deadline' 









123 WIN A PAC MAN ARCADE 
MACHINE 
by playing the DESIGN DESIGN word comp, plus gamas 
to win 


The next issue of CRASH will be on sale 
from 25 JULY. Don't miss it or you'll | 
make us cry. 
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pe the Gang! 





ST EVER MULTI-ROLE ARCADE ADVENTURE 


Includes Hit Single on reverse Ea o s A Wally performed by Mike Berry 
Spectrum 48K £9.95 (cai; a | | 
Commodore 64 £9.95 
Amstrad CPC 464 £9.95 











THIS TORMENTED 
BUSINESS 


Iwas struck by reading a phrase 
in an edition of a software trade 
pero, itwas, ... this tormented 

usiness of ours. It rather neatly 
summed up the first six months 
of this year in which the pre- 
Christmas gloom merchants 
aoRnar to have been vindicated. 

othe vanished or quietly 
| disappearing Bra houses, 
| WE can now ado Byte, 

and Micromania, the 
latter two certainly helped on 
their way by the collapse of soft- 
ware distributor Tiger. 
| Bug-Byte looked like itwas ail- 
| ing for some time despite, or in 
spite, Of rumoured tie-up deals 
with Argus. À shame really, be- 
| cause it severs any final link with 
the original flowering of Liver- 

oo! programming talent that 
Eaganith Bug-Byte and flowed 
| into Imagine, Software Projects 
and many of the programming 
houses that now exist. Micro- 
mania had too much stock of 
their latest game in Tiger to 
withstand the loss of revenue. 
The irony is that, by all accounts, 
Future Project sold very well, 
mostly through Menzies with 
whom Tiger largely dealt, but 
because Tiger ended up owin 
Menzigs money in the form of 
credit for returned, unsold 
tapes, companies like Micro- 
mania who should have 
received payment did not — for 
Menzies dealt with Tiger and not 
Micromania. 

The way in which companies 





go bust is often telling. There 
are, Of course, very strict legal 
rules covering the matter, but 
theyareofteneasytoget 
around. Bug-Byte's receivers in- 
formed all creditors (including 
CRASH) of the situation. Micro- 
mania's Dominic Wood wrote a 
letter to the effect that he was 
bankrupt — at leastyou know 
where you stand, id 
demise was less ethical. For 
several weeks managing 


director Paul Dyer was 


| unavailable because he was 


'moving house”, according to 


| the female voice answering the 


phone. Then the voice was. 
unavailable — then the phone 
was disconnected, Paul é 
and Fantasy had vanished, 
leaving huge unpaid debts 


behind. According to one 
| Er rammer who is still owed 


is fast salary, itwas a real 
moonlight fit. Like many others, 
he has no idea where Paul Dyer 


| has gone to ground, There are 
| rumours that a new 'Fantasy' 


aims to rise from the ashes, 


| probably with the near 
| completed Super Pyramid 


game. | 
lhope not, Paul, | really hope 


| not... 


FROM BACK 


ROOMS TO 
BOARDROOMS 


| There is a prevalent feeling 


among many figures in this 
tormented business that more 
software houses will bite the 








dust this summer, but what is 
tending to happen is a swallow- 
ing ofsmaller individual 
companies into larger conglom- 
grates. Britons like to think of 
themselves as individuals, so 
we frown on this, feeling (rightly 
so attimes) that we will get less 
value for money from the giants, 
and that genius and talent will 
be strangled in favour of con- 
formist marketing policies. 
There is nothing new inthis; it 
seems inevitable that all 'new 


| industries must start in back 


bedrooms and move to the 


| conglomerate boardroom. If an 


industry is worth it, big money 
will move in. Competition 
increases, tougher marketing 
emerges, and the under-capital- 
ised pioneer suffers. The 


| benefits of programmers 


marketing their games through 
the larger software houses 
shouldn't be overlooked 
though. The programmer is free 
to concentrate on what he does 
best while being linked to 
sufficient finance to market the 


game well, and at the same time | 


Ig freed from the real headache 
of all companies — financial 
controls (a euphemism for 
getting the sodsto pay' — the 
afia have one of the most 
effective systems, they break 
people's knees). 
- Isaid that there's nothing new 
in this — it happened in the 
music business (and has 
happened in publishing too) 
with independent labels bein 


- swallowed by the likes of CBS, 


EMI and Decca. Eventually talent 
and/or bo, gd is stiffled and 
the general public suffer until 
rebellious elements in the street 
put together an alternative 
music. lt happened after the 
Beatles inthe BOsandit 
happened again with Punk Rock 
in the 70s. lt seems to be a cyclic 
event, and no doubt it will 


| | happen with the entertainment 
| | soltware business. There are too 


"ONTHE COVER 





many talented games designers 
around for this industry to 
torment itself to death. All that's 
Oceurrinag at the moment is a 
change of colours. It's down to 
us as reviewers and players of 
games to ensure that the 
conglomerate software houses 
don't get complacent with their 
product, | 
Roger Kean 





GREMLIN 


Em afraid that once again it is 
CRASH apology time! The 
artwork gremlins have been atit 
again on the last issue, resulting 
ina shameful oddity in our On 
The Cover (Screen) feature 
about screen designer David 


| Thorpe. We included a screen 


based on CRASH issue 1's cover 
that had nothing to do with 
David Thorpe. The man who 
designed the CRASH cover 
screen is actually Graham 
Lucas, who came second in the 
CRASH/Gremlin Graphics 
screen design competition 
some issues back, What's even 


| worse, is that during the repro 


stage, the separations were 
reversed so the picture came out | 
alithe wrong colours. Oh dear. | 
The mistake arose because 
Messrs Lucas and Thorpe's 
screen shots were all on the 
same roll of colour film and 
someone in the art dept got 
carried away with patriotic zeal. 
So, apologies to David Thorpe. 
Graham Lucas' picture was to be 
used on its own. 
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MERELY MANGRA 


ELCOME to 
the | comp- 
uter games 
column that 
futures on 
just about 
everything. 
In fact I'm so 
| fed up of writing the words 
| 'Hopefully We'll Be Reviewing 
Next Month' that I've decided to 
abbreviate it down 
HWBRNM, so if you see these 
letters — and you will — it isn't 
me trying to clear my throat of 
Ludiow's damp air (as | write, 
the rain is pouring down, an- 
other lovely summer). 

Talking of the weather, chaos 
rains about me. My already 
cramped desk is vet again 





ival of ZZAP! 64's editorial team, 
who have moved up from their 
base in Yeovil where the hell is 
Yeovil anyway?) and are busily 
grabbing all the spare power 
packs and 1922 Hermes type- 
writers going (and there aren't 
that Ia going, or is that 
“working')? R's quite offputting, 
| can tell you, to be raving about 
some great new game, only to 
have some smart 6669 going. 
'Oh that one. Basically, we've 
already done that it on the 64, 
and it's not so amaaazing....' 

Yeah, well.... 

Anyway, enough of the local 
| colour — honour satisfied, once 
again I've managed to out-intro 
Robin Candy. (seen the Playing 
e vet? -RC) Onto the real 
stum. 


e 


—— + 






| guess the biggest sadness due 
to schedules an' that, 15 our not 


Yesod by Odin. Odin aren't all 
that new, despite appearances, 
since they are a relaunched vers- 
ion of Thor (dack and the Bean- 
stalk et al). Previous Thor games 
were characterised by their extr- 
emely colourful graphics, and 
the same is true of Nodes, 
| except that it also boasts some 
great graphics and neat hum- 
ourous touches, as well as a vast 
| playing area. Snap judgement 

gere at CRASH Towers (some 
five reviewers fighting to get at 
the joystick) is that it could well 

a rave CRASH Smash this 
issue — if it had arived in time 
to get it all done property. 

ou play (wait for this) the 
Right Hon Charlemagne “Char- 
lie” Fotheringham-Grunes twe'll 
stick to Right Charlie) and ft 
takes place on the Moon — okay, 
forget the scenario, there's no 
room. À series of linked screens 
represent the Moon's surface 
| (you know it's the Moon be- 
cause of the excellent graphic of 


ling starred sky) and Charhe 
runs leaps, bounds and somer- 
| saults (ves somersaults) 
along, over the craters and hill- 
gcks. Jumping into a crater 
drops you below the surface, 
into caves with platform blocks 
suspended in space above the 
floor, which may be several 
screens down. 
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threatened by the sudden arr- | 





being able to revigw Nodes of 
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There are loads of very large, 
very varied 
animated  nasties. One 
Charlie's prime objectives is to 
find and hopefulhy befrend a 
Moon Mole, a creature which it 
is suspected, sats the very subs- 
tance of the Moon itself, This 
creature can be guided around, 
and thus makes a convenient 
sort of self-tunneling tube train 
for getting about the caverns. 

e'|l see what everyone has 
to say next month, but from my 
fairly quick glance, I'd say the 
character graphics are among 


the best |'ve seen — certainly the 
most detailed. Charlie, himselfis | 


a sheer delight with his deter- 
mined walk, panicked falls, 
slumped resignation and term- 
inalty deflated end. Marvellous. 


I've had reason in in the past (LM 


looks back — Christmas Special) | 


to refer to what | call the “self 
copy" trend, a syndrome where- 
by software houses all have the 
same sort of idea at the same 
time. The “Track & Field" arcade 
game is a good example of this, 
resulting last year in a flood of 
athletic simulations. This vear's 
themes seem to be a trifle more 
violent and related, ie boxing 


| and karate (or martial arts). 


Inspired ad the arcade original 
“Punch Out!!', we're about to 
sec a battle in the ring between 
Elite and Gremlin Graphics. Elite 
are majoring on Frank Bruno's 
Boxing (see last issue Merely 
Mangram) 


enced Rocky from Spanish soft- 
ware house Dinamic.The name 
may be subject to a change 


there should prove to be a clash | 


of interests between the game 


| and the famous film of the same 


name. Rocky has a neat control 
which when used via a joystick 
makes it feel quite realistic. Both 
games, as you can see, rely on 
very large graphics in black and 
write which allow for quite 
sophisticated animation | — 
rather essential for a game like 
this, 

On the oriental front we 
should s00n be seeing a Spec- 
trum verston of Way of the Exp- 


|foding Fist from Melboume 


House. This karate simulation 
úflers a wide range of tactics 
with eight types of kick such as 
the Jump Kick (ah so), High and 
Mid Kicks (ah so so), Short Jabs, 
Sweeps forwards and 


backwards (ah so so 50) and the | 


famous Roundhouse, which has 


Ittle or nothing to do with Chalk 


Farm in London but does 
simulate a kind of high speed 
engine turntable effect for which 
the Chalk Farm Roundhouse 
was once famous, Good timing 
15 essential with all of these 
tacties, something for which 
British Rail 15 not so famous. 
There are also three types of 
unch and two somersaults, 

ay ot the Exploding Fist is a 
two-player game or one player 
against the computer, is expec- 
ted to be available about now 
and costs £8.95. 


and beautifully 


which HIWBRNM. | 
Gremlin Graphics have just lic- | | 











The Spanish contender, ROCKY, offers somewhat larger 
characters. Hare you are delivering a scorching right paw jab 
to the smweating oponent 





The second contender is 
System 3. Software who 
brought us Death Star iInter- 
ceptor, whose game Inter 
national! Karate should also be 
ready any day. Not many details 
vet on this one as | haven't seen 
a preview copy, but the large 
characters are animated against 
a black background and Mark 
Cale says there will be synth- 
esised speech on the game, sim- 
lar to that used on DSL 


International! Karate will cost 





2 screens showing the lively animation in FRANK BRUNO'S BOXING from Elite 


somewhat less than the otherah | 


so offerings at £5.99. 

We should also expect to see 
something from Imagine along 
similar lines before long, a lie- 
enced version of the rar 
game Kung Fu, and (ah so) a 
version of Karateka from US 
Gold. Imagine look like releasing 
pia a few sporty type games in 


e near future, especially after | 


the licence deal with Kunami. 
Among them, [ll put my money 
on Tennis, Golf, Rallying (Hyper 


| called 





| day and of course there's Ping 


ng. 


Just before going to press | 
heard about a new game from 
Vortex. Luke Andrews phoned 
up to give a few details. h's 
ighway Encounter, writ- | 
ten of course by Costa Panayi, 
and it features a high angle 3D 
view. There's been some time in 
between this release and the] 
last, Crcione, during which time 
Costa has been busily develop- 
ing his style of 3D even further. 
Earth has been invaded by creat- 
ures from Outer Space and your 
task is to confront them at the 
end of the long highway where 
they are hiding. The highway is 
heavily patrolled by the aliens' 
qguardians who have set all kinds 
of traps to prevent you getting to 
St) destination. The player has 
ive characters to control, but at 
the outset you are in control of] 
one particular character. Should 
the one you control be killed, 
then you automatically take over 
control of one of the other four, 
but it is essential to protect the | 
others because they can be 
killed — so they aren't acting as 
spare “lives” in the usual sense, 
Luke's expecting to release 
Highway Encounter on 15 duly 
and my incompetent informant 
(no names, but he's usually to be 
seen in company with a 1942 
Morgan) forgot to check on the 

rice before Luke rang off. 
HWBRNMI (that was me clear- 
ing my throat in sheer disgust— 
| can't stand incompetents). 


PSS have caused quite a stir 
with their anti-swargame fheatre 
Europe on the 64. I've no news 
yet as to its release on the Spec- 
trum. However, Paul Hutchin- 
son's follow up to Xaviour, The 
Covenant is due any day (See 
Forum for some graphics on the 
characters). P describe, the 
game as an arcade adventure 
containing State of the An 
graphies, in which you take the 
role of a futuristic Noah endeav- 
ouring to repopulate his devas- 
tated planet by collecting the 
last remaining members of ind- 
ividual species — a sort of ecol- 
em pune: lt costs f6.95 and 
HWBRNM. 
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ERELY MANGI, 


In their bid to take over the 
| entire world, US Gold have 
announced the signing of a deal 
with Walt Disney Productions to 
create computer games based 
on forthcoming Walt Disney 
films, as well as a licence for 
existing American software. 
Certainly the first two games 
should be adaptions from Dis- 
ney's two major releases this 
vear, Return to Oz, follow up to 
the famous musical which star- 
red Judy Garland, and Black 
Cauldron, an adventure movie 
due later in the year. These two, 
| plus a game based on the char- 
- acters in the dungie Book, are 
“being developed jointly by US 
| Gold and Ocean. On top of that, 
there is the host of famous char- 
acters like Mickey Mouse, Don- 
ald Duck and that very British 
bear, Winnie the Pooh; the 
ço resulting are: Mickey's 
pace ddventure, 
Pooh inHundred Acre Wood and 
Donaitd Duck's Playground. The 
games, which are marketed by 


ierra-On-Line in the States, will | 


be available on the 64 and | awalt 
news about the Spectrum con- 
versions: 

But this is not all, oh no, df 


you're aiming to take over the | 


world, how could you possibly 
do itwithout Kermit and Gonzo? 
US Gold have also signed deals 
with Muppet Productions to 
produce two Muppet programs, 
Kermuit's Electronic Story Maker 


— a graphics kit for very young | 


kids, and The Great Gonzo — a 

word builder program for 6 

| e and up. Watch out Rosetta 
cCleod! 

Backtracking slightly to Grem- 
lin Graphics (well covered in this 
month's feature profile), | 
should just mention that along 
with Rocky, the company has 
also licenced a second game 
| from Dinamic called Profan- 
ation, which features a lively 
character exploring the tombs of 
Abu Simbel (Egypt you know, 
ref Lloyd Mangram's World 
Atlas and General travelling 
Companion Guide). It has a 
graphical similarity to Quick- 
silva's Fred, but is in fact an extr- 
emely tough | platform-cum- 
maze game that reliegs on the 

layers timing skilis to avoid 

ing ripped or split to 
death. WDBRNM [We'll Definite- 
| Iy Be Reviewing Next Month) 


Silversoft have been rather 
quiet of late, but the London- 
based software house is getting 
ready to make some noise 
again. Like Gremlin Graphics, 
they have been interested in 


| some of the Efe coming out | 
l 


"of Spain's Dinamic. They are 


kicking off with the release of 
two related games, which incid- 
entally precede Profanation, The 








Winnie the | 


first is called Saimazeom, which 
stars the intrepid Professor 
Indianã Smith who travels the 
exotic parts of the world dig- 
ging, grubbing, discovering and 
goarao setung, into archaeo- 
ogical trouble. Part two, Baba 


Liba will follow when the 
spanish/English translations 
are completed, Saimazoom | 


costs [6.95 and Baba Libawillbe 
E7.96. 


Firebird are busy getting new 
material together for their Gold 
range — | don't know how much 
of this we'll] see, but they tell us 
some 30 programs are in devel- 
opment and theyre always 
interested in more, so if there 
are any programmers out there 
with. some solid gold ideas 
idon't worry, the jokes get 
worse) get in tóuch with Firebird 
immediately. John Cain, who 
wrote the CRASH-smashed 
Booty isatworkona game in the 
Isle of Man due for release in 
Sentember and which sounds 
like it's based on problems in the 
Iste of Man. Firebird weren't 
intending to relgase any more 
Silver range games until later in 
the year, but have come up with 
something called Cylu, which 
they thought was so mega-fab it 
was worth putting out straight 
away. À copy is dataposting its 
way to me at this very minute — 
more next month. 


Software Projects promised us 
a preview of der Set Willy dl, butt 
hasn't turned up vet. However 
the Amstrad version is suppos- 
ed to be identical. It's set in 
exactly the same mansion as the 
last one, but by some magic 
method an extra 40 odd rooms 
have been added in and around 
the previous 64, There don't 
appear to be any big surprises in 


it except for the incorporation of | 


all those hoaxes and jokses that 
“SW attracted to itself. The 64 
version allows you to play in any 
room vou wish to, but wont 
allow you to leave that room — 
an attempt to stop all the pokes 
from getting out of hand. 


Whether this is true on the Spec- | 


trum version | don't know yet. 
Jet Set Willy !l has not been writ- 
ten by Matthew Smith. 

Em sure | must already have run 


out of space and if | take up too | 
| much RC starts complaining 


tand dash ed has already cut his 
section down slightly this month 
as a punishment for making a 
thingurmmimmy last month by leav- 
ing out a DATA line in a poke — 


tee hee), so I'd better get going | 


on the old bike, back home. But 
one last interesting point I've 
just noticed; f you use Derek 

rewster's adventure tips 
coding system and apply it to 
HWBRNM, vou get IVAQMN. 
Fab, hey? 








E 











GREATES ERAS” 
EVER? fem ukcos, 
e ENTOMBED* | 
SARA QULDERDASH Et 


Ta Rr 
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'ZZAP! 64' & 'CRASH' are both Newsfield Publications 


HELI- 


CHOPPER 


e 


Producer: Firebird 
Memory required: 48K 
Retail price; £2.50 
Language: machine code 
Author: Tony Beckwith 


Apart from the flying ducks, the 


rising lethal bubbles, the murd- 


TT TT————————— e ——— E a io 


erous disks and the bombs there 
is little difference between your 
role in this game and that under- 
taken by those brave chaps of 
the Air-sea-rescue service. Your 
mission is simply to chunter 
around the screen in your líttle 
helichopper and rescue the 
clones stuck on the other side of 
the syvamp. In the meantime the 
creatures in the swamp below 
are attacking you with a wide 
variety of weaponry, and while 
your chopper is armed, it can 
only destroy objects that are 
immediately below it. 

The rescue of clones is effec- 
ted by flying to one side of the 
swamp and waiting while he/ 
she/it climbs on board, and then 
vou deposit your passenger 
sately on the other side. A sort of 
lFelone to be picked up THEN do 
so operation. 

While flying you must brave 
the objects buzzing around all of 
which are benton your destruct- 
ion. Subsequent screens offer 
the same terrain but with even 
more nasties to counter. Some 
of the screens have an aerial 
maze for you to negotiate, 
touching any of its component 
parts (the third screen's maze is 
made up of what appear to be 
bricks with eyes) will result in 
the destruction of your flying 
machine, 

Points are awarded for shoot- 
ing the aerial greeblies, the 


number of points will, oddly | 


gnough, depend on their colour. | 


Points are not awarded for trans- 
porting the clones but you will 
have to move them all before 
you are allowed to go to the next 
SCreen. 


“CRITICISM 


e “When | first played Hel- 


flop now, about two hours 
later, | just can'tput it down. The 
graphics are small neat and well 
animated, they remind me of 
some of Ultimate's early games. 


ii Hhought twas Firebird | 


There is hardly any sound but | 


what little there is, is adequate. | 
think the time limit was a little 
too long on some screens be- 


| cause they where a litile too 


pásy to complete. One feature 
that really annoyed me was the 
key define option, if you weren' 
quick enough then you could 


“end up with allofthe controls on 


one side. While Helichopper was 
a very plavable game it wasn't 
as addictive as lhad hoped.' 


& “Helichopper' part of Fire- 
birds Silver Hange, is pretty 
good value at E2.99. The graph- 
cs are smooth, and the game is 
at first fun to play, but it become 
ess copio the more you play ft 
because of its limitations and 


repetitive nature. “Cheap and | 


cheertul', better than average 
and for the money not a bad 
deal, ' 


O “Apart from a fatal misunder- 
standing when | first started 
playing the game, which led to 
me parking the helicopter on top 
of the electric fence (which 
meant that the little clones 
wouldn't come out to play and | 
couldn't do anything), | soon got 
to grips with Helichopperwhich 
is really quite jolly. Your heli- 
copter whizzes round quite 
merrily, bouncing off the top of 
the sky, and the various nasties 
which include homing killer 
ducks make it quite a-challenge 
to play. Once [d stopped bounc- 
ing the helicopter in frustration 
on the head of unco-operative 
clones, and worked out that you 
had to land by the electric fence 
and wait for it to disappear 








Walking to the helicopter in HELICHOPPER, wiito abovo, 





circles an evil duck 
before collecting a clone, | was | Lives: 4 
well away. Hours of fun... | Sereens: 23 
General rating: pretty average 
game 


COMMENTS 


Use of computer 65% | 
Control keys: definable Grap hics 71% 
Joystick: any Playability 15% 
Keyboard play: good Getting started 70% 
Use of colour: simple but clear | Addictive qualities 78% 
dae Value for money 80% 
Skill levels: 5 | Overall 67% 


TITS IDA CITAR 


MAKE THE MOST OF YOUR MICRODRIVE 
WWIT 





INTERFACE HI 


THE IMPOSSIBLE HAS BEEN DONE 


ves it's true this Fantasthe new periphecal will transfer every program available on to microdrnve Fes 
every one vet. believe ir Or nor iris 5 Gary to USE that we are 1ramung our-pet cat [Clve| to usedr Any 
one capable of loading and saving a BASIC program cam transfer really awtoward programs to mmicrod 
Five 

Just look at these features. .. 


& Consists of hardware and software 
jsoftware on microdrive cartridge). 

& Transfers all programs avaliable on 
to microdrive. 

O Very, very, easy to use. [NH Clive can 
do H we're sure you can.) 

G All programs reLOAD and RUN once 
transferred. 


] 
O Makes a snapshot'of any stage of a 
program. [Saved as ascreen.) 
6 Transfer can be actuated at any stage 
alowing"customised” versions. 
E willalso save to tape. [Normal speed | 
load once saved.) 
& Programs will reLDAD independently 
ofithe Interface”. 


IF YOU HAVE A MICRODRIVE YOU MUST HAVE INTERFACE Hi 


ONLY £39.95 inc. P&P 


This products mm netas Res 


Demi Re Dy DRAESCET 


Trade ano distritos Ermquines Frnt nopaae Car De sapptoeioe Ev 


nnmed UUK arnboversEas Ci TCE FOI Apos 


ad perrces anclhude PAP ama VAT, dend chegue 
portal Order atCredr Card Mo Credo Card order 
accepted by phome, Caller dolce Wide Fara 
ot quad aóeked. Trade enquirisi wericome. Euro 
peáo drderi LENDO prod ad Avelino Chu uinde 
Europe EZ.00 lar dicimadl Afasl prder do Evegham 
shop pleaio 


—— 


MICRO CENTRE MICRO CENTRE 
HRIDGE STREET. EVESHAM, 1156 PERIHÓRE ROAD. 
WORCESTERSHIRE COTTERIDGE, BIRMINGHAM, 
Tel: 02H06 4764] Tel: 021 458 4564 
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HORROR 
SHOW 


Retail price: £8.95 
Language: machine code 





“The Rocky Horror Show” was à 
cult stage play and an even 
bigger cult film in the States, 
where nightafter nightfor years, 
the same audience would sit in 
the theatre repeating the lines in 
unison with the actors, dressed 
in the same type of clothing — 
crazy. ltwas a crazy film, and the 
game actually does go a long 
way in recreating the atmos- 
phere and sense of madness, 
which is to its credit. 

H vou are one of the last 
people left on earth who knows 
nothing of the “Rocky Horror 

Show”, film. or stage play, then 
| you might be forgiven for not 
nowing what is going on, 
Good, middle class American 
voungsters, Janet and Brad, 
through some mechanical 
detect in their car, end up in this 
weird house for the night and 
one of them gets turned to stone 
— well, tl do for a start. 

it's entirely up to vou whether 
it's Brad or Janet who gets 
stoned by the wicked Dr 
Frank'n Furter and his dreaded 
Medusa machine, but clearly the 
least solid of the pair must do 
| the rescuing. The task ahead 15 
simple; quide the rescuer 
around the house and find the 








it back together, then you can 
wipe that rather stoney smile 
from your partner's face and run 
“like blazes. Of course finding the 
pieces isn't a piece of rock cake, 
vou need to look for them and 
that means opening doors and 
that means finding keys — the 
right keys. And while you are 


















Doing to be chased by quite a 
ew people who would rather 
vou didn't, and they have some 
pretty mean ways Of expressing 
| their preferences, like. killing 


| might just walk up to you and 
rata some aiiao silly like | didmt 
like my Ted VE or lts just a 
jump to the le “These rem- 
arks seem move Brad and Janet 
into a state of total confusion 
(know how they feel) and after a 
few more from the right sort of 
person that confusion moves Up 
agrade, to tota! death. 

he De-Medusa is made up of 
fifteen separate bits which must 
be collected prece by piece and 
deposited in the chamber next 
to vour stiff friend. Atthe start of 
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"he wanders round all day long 


ieces of the De-Medusa and put | 


| Aurching around this rather attr- | 
| active period dwelling you are | 


vou, If you are lucky something | 





each game you find that the 
characters and the vital pieces 
have all been left in random loe- 
ations around the house. While 
there are fewer than fifteen 
rooms within the house, some 
rooms have more than a mere 
lock to get past, the worst being 
a strange electric beam. The 
beam removes your one and 
only life if you get too close — it 
can be turned off but it's a bit 
tricky. Your other problems 
move around on their own, they 
are the characters of the play 
and each one of them will have a 
lasting effect on you. The Butler 
(Riff Raff), for example, is nuts, 


complaining that nobody loves 
him while at the same time he is 
trying to zap you. One of the 
giris, Columbia, simply strips 
Fou naked when you Dump into 

er. Eddie is a chap/thing who is 
particularly unpleasant. He was 
one of Frank's failed exper- 
iments. Fortunately he spends 
most of his time in the freezer, 
unfortunately the freezer 
doesn't work that well, the 
thermometer at the base of the 
screen lets vou know when he is 
thawing out. 

Oh one last point, the whole 
house is a space ship, yes it is 
difficult to believe but there you 
are. From your arrival you have 
99 time periods (that's not as 
long as it sounds) to rescue your 
mate and a run for it otherwise 
by then, you see, Frank will have 
grown tired of vour feeble 
efforts and left for home, Appar- 
enthy Frank is this quy from outer 
snace and he wears the wrong 
clothes, well that seems to ex- 
plain it all, 


À CRiTICISM 





ed the whole this is a very 
pealing pr to play, the 


Daskdros of the house is great, 
the animation is superb, | partic- 
utarl 
which the characters moved 
around of their own free will, 
and around objects. The way the 
screen changes from one room 
to the next is very smart. But 
something has come out of all of 
this cleverness, bugs, I'm sure of 
it. On two occasions when | died 
and sent Janet back she appear- 
ed at the starting position, the 


hall, but in the hall was the NR. 
from the other end of the house | 


and one of the electric beams 
from the floor above. Well being 
the adventurous sort | got in the 
lift, quess what? it went DOWN 
to the floor on which | got in it. 
Other annovying things tended to 
happen. The motorcyolist could 
be seen momentarily as part of 
the front door, he would appear 
again, just for a flash, in the din- 


ing room. This business about | 
the clothes | thought one of the | 


characters was meant to steal 
them vet vou can be quite happ- 
ly wandering across a room and 
woomph — you're stark staring 
naked. The electrii beams are 
tricky ves, but more often than 


admired the manner in | 


| fito repetitivo after a while. Fhe 





Y 
E 


RARA AAA 


1 
| 
EE 
E 






SE REA 
“PE CET ER TEMP. 


Eddie (played by Meat Loaf in the movie) burns a path 
through the hall on his bike, searching for Teddy 


After playing the first few 
games, | noticed that there is no 
score — a littla bit off-putting 
because you don't know how far 
o have got through the game. 

verall quite a plavable game 
and definitely the best CAL have 














not you can get killed when they 
are not on and that makes it a lot 
more than just tricky. Very nice 
game shame about the bugs. 


O “Unftortunate!y due to my not 
being able to receive channel d | 


missed the “Rocky Horror roduced, and hopefully not the 
Show. | assume that the game | last. | don't think it will take too | 
follows the same theme but in | long to solve once you've got | 


going. 


any case it's a quod game. CAL 
have used some nice graphics. | 
found the collecing of bits a 





COMMENTS 
hero sprites went into some Sa iÊ 
weird dance roulines oh occas- 
jons. | regret not being able to 
understand the point of the 
whacky conversations but even 
so à piayabie game but not that 
addictive.' 


Control keys: A/Z up/down, N/ 
M left/right, Space to fire 
Joystick: Kempston, Sinclair 
and Protek 

Keyboard play: fine | 
Use of colour: a bit one tone but 
avoids clashes 
Graphics: very effective, despite | 
some oddities 

Sound: pleasant effects 

Skill levels: 1 

Lives: 1 

Screens: about 14 

General rating: an exciting and 
different game with adventure 
elements. 


O “it's about time CAL produced 
some decent aataro ESpec- 
o now die Ad one public, 

| maybe ocky Horror 
Show | IS à new detts The idea of 
the game (getting the De- 
Medusa machine parts and put- 
ting them all together) is quite 
simple really, although a little 
long-winded. Some puzzles are 
a httle tricky to solve at first but 


become apparent enough as | Use of computer 77% 


Ou progress through the game. Es El 
The e graphics are of high quality, Graphics 85 Yo 
detailed and there are no attrib- | Playability 18% 
pé clashes casi ne dead, Getting started 78% 
characters an the aCk- - ai =| 
grounds. looks as though lots pretivo qualíties Card, 
of people are starting to copy atue for money | 
Gargovle's Tir Na Nog style. | Overall 79% 


BRAIN-BLOWING GRAPHICS... MEGA-BLASTING POWER...FAST-ACTION PLAYABILITY... 


'HIGHWAY ENCOUNTER"...A TOTALLY NEW DIRECTION FROM VORTEX. 


ONCE YOU'RE ON IT... THERE'S NO TURNING BACK. 


MIGHWAN É NEOUNTER FOR SPE CIRUM 428K-. 07.95: 


DETMARE (SALES) LIMITED. VORTEX HOUSE, 24 KANSAS AVENUE, OFF-SOUTH LANGWORIHE ROAD, SALFORD M5 26L 











THE 


ARABIAN 


NIGHTS 


Producer: Interceptor 
Software 

Memory required: 48K 
Retail price: £5.50 
Language: machine code 
Author: | Gray and others 


This game first appeared some- 
time before Christmas on the 
Commodore 64 and generally 
received favourabla reviews. 

Don't be deceived into think- 
ing that Sultan Saladin is some 
form of cold and healthy crinkly 

reen meal served with dried 
Fruit. He is in fact a very unsav- 
oury character from the Tales of 
the Arabian Nights who practis- 
ed the same nasty habits as the 
black widow spider only with the 
roles reversed — asa result, the 
oultan's brides lasta short time! 
Prince Imrahil's sister has been 
 seized by the Sultan and is taken 
to Bagdad. lt's up to you to help 
him rescue the girl, 

The journey to Bagdad begins 
aboard one of the Sultan's ships 
where you must collect, inorder, 
the golden jugs each bearing 
| one ofthe letters in the word À- 
| R-A-B-A-N. As you scamper 
| about the rigging a multitude of 


below the water attack you. 
From the ship it's up river by 
raft to a greát cavern where you 





dreadful genies. While you're in 
the cavern perhaps you could 
just have a quick jog round and 
put the -jugs in order then you 
| can move on; to the desert. The 
desert scene, like thê river, is to 
be noted for its lack of jugs, it's 
just vou against the nasties. 
Jext stop, lhe city gates, but 
mind out for the arrows and 
boulders as you sort out those 
ugs. Among the platforms of 
the next scene, the garden, you 
find some more golden jugs and 
this time the-arrows are small fry 
compared to the nastie genies. 
At last the Palace; more golden 
jugs but don't forget to duck and 
weave as vou sort them out, 
After the Palace you pick up 
Anitra and with her in tow vou re 


onky a magic carpet's Hight from | 


home, just mind out for the arr- 
| ows and those nasty birds. 


CLEED 


O “After admiring the rather 
“flash cassette case | was really 
looking forward to taking on The 
| Tales of The Arabian Nights, but 
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TALES OF 


nasty monsters from above and | 


encounter Al-Khemized and his | 


when | started wow was | bored! 
One of the first things | realised 
on the ship scene was that once 
at the top of a mast you could 
not go down, the instructions 
gave no indication of this. The 
graphics are reasonable and 
after you have passed the first 
screen the game develops a 
littie. The sound could have 
been a great deal better, a few 
measly 2h E 
jug but at least one is given the 
option to switch the sound off. 
This appears to present the 
game as good value for E5.50 
but Em not so sure; 


O “Not the world's most challen: | 


ging arcade game this, in fact if 
vou you can spell Arabian you 
should have no trouble rescuing 
Anitra and then she can sort out 
the wretched jugs." 


O '“Arabian Nights has to be one | 


of the most bug-ridden games | 
have ever played. lt has a demo 
mode that doesn't go away, | 
had to break into à to actually 
play the game, and once you do 
get into it you really have to try 
hard to avoid the bugs. | only 
saw the first screen because 
avoiding one of the nasties 
means you have to walk off the 
edge of the ship and then you 
fall into the sea and disappear 
under the waves only to re- 
appear at the top of the screen 
falling back into the sea. This 
continues to loop infinitely until 
you pull the plug as there isn't a 
abort option, This ; neta has 
hardly any sound and fairly jerky 
graphics that are painful on the 
Evos. 


Control keys: O/A up/down, 
N/M left/right,SS to jump 
Joystick: Kempston or Protek 
Keyboard play: narrow 
selection of keys but otherwise 
OK 





Use of colour: pretty good 
Graphics: above average 
Sound: great when you turn it 


of 
Skill levels: 1 
Lives; 5 


leeps as you collect a | 





Sorting jugs seems to be a perennial task in ARABIAN 


— NIGHTS 


Screens: 8 
General rating: slightly better 


than average. 
| Useof computer: 51% 
Graphics 55% 


E: EE = quem 


Playability 46% 
Getting started 659% 
Addictive qualities 43% 
Value for money 55% 
Overall 55% 
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“ALIEN 8”, “KNIGHTLORE”, “UNDERWURLDE” and “SABRE WULF” recommended retail 
price 49.95 inc VAT. Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 
(PSP are included) Tel: 0530 411485 
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seen! The animation is fantastic 
and now that there are more 
characters in the game it means 
it is one of the best looking 
os around. The game isa bn 
hard to get into but once you 
start getting somewhere you 
will love dt | found the game 
totally addictive and utterly 
playable. Overall a truly fant 
astrc game that deserves to be a 
huge hit in fact I'm pretty sure 
that it will be a but 


O 'The long awaited sequel to 
Tir Na Nog has at last arrived 
and it was certainly worth the 
wait. lt must have been hard to 
surpass the graphics in Jr Va 
Nag but Gargoyte have done kt, 
just look at the other characters, 
the rats and the torches and you 
will see what Imean. Sound isn't 
uno much just the odd spot 
Ê but you tend to get so en- 
grossed in the game itself thal 
vou don't care what the sound is 
like. Às with Tira Nog there are 
no attribute problems which is 
surprising because there are 
more than one colour is being 
used on screen at a time. The 
adventure element is a bit tough 
to get into but you can always go 
gambling or just stealing goods 
and selling them ata huge profit, 
a bit risky but worth it. The save 
pro facility is one of the best | 

ve ever used and it |5 very 
quick and reliable. How Gar- 
govle packed so much into 48K | 
will never know, there is just so 
much going on that it is unbel- 
jevable. If you liked Tir Na pu 
[or even if you didn't) you will 
love Dun Darath. Excellent 
value for money and a must for 
any  respectable Spectrum 


owner. Terrific— just buy it 
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Control keys: Left/Right 
alternate keys from Z to Symbol 
shift, change camera view A to 


L, enter a door ENTER, pick up/ 


drop alternate keys on the third | 


row Qto P, selectobject23789, 
si object bo four corner ret 
oystick: only programmabie 
Keyboard play: ita a few keys 
but dasvy to use and responsive 
Use of colour: excellent, no 
attribute problems 
Graphics: unbelievable 
animation and stunhing 
backgrounds 
Sound: limited spot effects 


Lives: Just the one, but you cart | 
die, you can only be robbed and 


taken in by confidence tricks 
Screens: scrolling streets plus 
over 100 rooms and doors 
General rating: an excellent 
value for money game which 
has a lot of scope coupled with 
brilliant scenanio and graphics. 


Truly a megagame. 

Use of computer: 85% 
Graphics 96% 
Playability 89% 
Getting started 91% 
Addictive qualíties 97% 
Value for money 34% 
Overall 97% 











Producer: Domark 
Memory required: 48K 
Retail price: £ 10.99 
Language: machine code 
Author: Softstone Ltda. 


Surprisinaly, this is the first 


game to be based on lan| 


leming's superhero James 
Bond. Taking the form of a three- 
part arcade adventure, À View 


to à Kill is based on the three | 


main action sequences of the 
film of the same name which is 
due for release any day now. 

The basic plot of both the film 
and game is quite straight- 
forward, involving Bond in a 
battle with a superbaddy who 
has delusions of grandeur and 
sesks world domination. This 
time, the evil one is called Max 
Zorin and plans to blow up Silic- 
on Valley with a thermonuclear 
device so that he can corner the 
silicon chip market and put 
every other computer company 
out of business. [Who needs 
Max — Mark Butler, Chris Curry, 
Paul Dyeretal.) 


* | iring à special code on success- 


| way to improve your perform- 





Aview ofgame and 
MOVIE. 


You have to guide 007 
through the three games, acqu- 


ful comptetion of each task 
which you input to start the next 
game in the trilogy. This code 
contains information about your 
performance in the game just 
completed, and while you can 
use the same code to jump to 
any particular game, the best 


ance is to play each game until 
rou have done really well, 

fore moving on to the next 
section. To complete the final 
game, you must have done as 
well as James himself would 
have in the first two scenarios, 
so unless you're really secret 
agent material a little practice 
will be in order! 

The game is played in real 
time but vou are allowed to 
pause, so you can sit back and 
sip your Martini. A choice of 
background music is offered: 
vou can select the Bond theme 
or the tune from the Duran 
Duran single. More sound 
effects are provided in the form 
of speech output, phrases such 
as 'my name is James Bond' and 
'Dammit' make  occasional 
appearances. 

ot quite icon driven, the adv- 
enture elements of the games 
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HIGH PERFORMANCE PROGRAMS 












are controlled via a “duck shoot 
system which is displayed in a 
window on the right of the 
screen. The upper part of this 
window shows the symbols for 
the items that you have in your 


ig and by using the 
eys or joystick they can be 
made to scroll past a pointer to 
make a choice, Ônce an item has 
been selected it can be used | 
according to the instructions 
entered in the lower part of the 
window. This lower area con- 
tains phrases such as 'return, 
'search','drop', 'use' and give. 








































setting for Section Two, the City 
Hall to be exact. Bond and his 
air Stacey, have found Max but 
he has turned the tables on them 
by trappina them in the lift and, 
because he's a nice sort of guy, 
aa fire to it. Bond has ese- 
aped trom the ft but now you 


Stacey and escape from the 
buming building. 
Not all of the gia found 


The command you select in the | inside city hall will have any 
lower section will act upon the | immediate use, the geiger 
object you selected in the) counter, for example, is needed 
section above. for the next game, As you move 


from room to room the fire is 
taking hold, and time is of the 
essence. Your progress and that 


Part One of the game is set in 
Paris. Bond has been briefed by 
'M' and is having lunch with a 
fellow agent, when suddenty his 
colleague is killed by the ruth- 
less assassin, May Day. Bond 
chases her to the top of the Eiffel 
Tower and watches in amaze- 
ment as she leaps off the top, 
parachuting down to safety. 
Commandeering a taxi at the 
foot of the tower, Bond attempts 
to guide it through the streets of 
Paris to the spotwhere May Day 
mall iand. 

- Using the controls, you have 
to quide the taxi to May Day's 
tanding spot. The main screen 
provides of 3D view of the road 
ahead, while the lower part dis- 
plays a map of the immediate 
area. You have a radio tracker 
which gives an indication of May 
Day's position. Driving round 
the Paris streets you encounter 
many hazards, and driving the 
wrong way down onemway 
streets will have the police on 
your tail, setting up road blocks 
or maybe taking a few pot shots. 
And watch out for the manie 
Parisian drivers - too many col- 
lisions and your car will stop 
working. 

Miss May Day's landing, and 
it's back to the start for you. ... 

San Francisco provides the 


20 CRASH July 1985 


elevation of City Hall displayed 
at the base of the screen. À ther- 
mometer on the right of the 
screen lets you know when 
things are getting toa hot, 

“Hyou managed to get past the 
first two games then you are 


production. To complete this 
section of the trilogy Bond must 
enlist May Day to help him getto 
the nuclear device by convine- 
ing her of the error of her ways. 
The geiger counter shown atthe 
top right of the screen will help 
vou locate the bomb and while 
there's a great deal of jumping 
and rope climbing to do, you 


for useful objects. 

The mine is really a huge 
maze, and you can examine the 
area immediately around Bond, 
so avoiding those spectacular 
but annoving jumps into obliv- 
ion. When you locate the bomb 
vou must disable it. Then you 
and May Day can make off into 
the sunset, safe in the know- 
ledge that Max has had his chips 
| and the world is once more a 
safe and happy place. 













must-guide him. He must rescue | 


of the fire is shown on a front | 





iven the chance to save Silicon | 
alley and next vear's Spectrum | 


must always be on the look out | 


buying up heroes like hot cakes. 






LE ad ” | Loved the opening sequence — 
it was a very good eu | 
O “Thaisa though it did go on for ages. The 


many iInterretate 
make 1t 
Some of the graphics are a bit of 
a let down — ['m sure they could 
have been a lot better, The 
sound? well a great deal has 
been promised and if it is only 
half as good as the CBM version 
then they have done well. The 
speech is OK but perhaps a little 
fesble, the effect is very similar 
to the speech on Deathstar Inter- 
ceptor. 
the games in isolation is useful 
but | feel thatonce the problems 
have been learmmt and tackled a 
few times the game will lose a | 

reat deal of its attraction. On 
the whole though | think it fair to 
say that for any Bond fans this 
game is à must — e 
vou intend to see the film be- 
cause that should help it all 
make sense, and provide you 
with some valuable clues to 
solving the game.” 


O “ff you've seen Impossible 
Mission on the Commodore, 
and hoped for an equally good 
Spectrum secret agent game 
vou would be sadly disappoint- 
ed by A View toa Kill. The graph- 
ics leave à general impression of 
being crude, and 
themselves meren'texactiy grip- 
ping. Perhaps if you see the film 
first in Glorious Living Techni- 
colour Cinemascope or what- 
ever, 
make up for the shortcomings. 


unkillable) 
ond, Agent 007. Iwas quite sur | 
prised when | found out that this 
was the only one on the market 
as software houses seem to be | 


Keith HamsherB 


















huge game with 
| elements that 
extremely playable. 


games themselves were play- 
able and addictive, with fair to 
good graphics. There is some 


can select it weapons, hard- 
ware etc, although it can lead to 
some problems in the mine 
when jumping. Iwish 007 would 
show some sign of injury, his 
resiliente became a bit annoy- 
ing after a while. For instance 
when in the mine after faliing the 
equivalent of 100 feet and land- 
ing on his head he would lie flat 
on his back for half a second and 
then get up and walk off as mf he 
had just li ig up. Still, a fun 
| game overall, and not a bad tie- 
in 


e facility to play any of 
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game, displayed on each title 
screen along with options 
Joystick: Kempston 

Keyboard play: good 

Use of colour: average 
Graphics: average, better inthe 
mine 

Sound: occasional bitof chat 
Skill levels: 1 

Lives: infinite 

Screens: three linked games 
General rating: certainly worth 
naving 


the games 


your imagination will 


character James 


Louder thanthe 
game... 
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nice speech in there too, but | 
other than that the sound was à | 
bit uneventful. | like the way you | 


Control keys: vary from gameto 


Between them, the three games | Use of computer 73% 
make up a reasonable entertain- Graphics 67% 
a ale do ameno | Playability 75%, 

ont think | tola Fi, º abnt 
for very long.' PRE | Getting started 84% 
| Addictive qualíties 69% 
& “This is the first arcade game | Value for money 65% | 
about lan Fleming's super Overall : 76% 
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ARCHON 


Producer: Ariolasoft 
emory required: 48K 
Retail price: £10.95 
Language: machine code 
Author: Paul Reiche Ill 
and Anne Westfall 


árchon is a strategy game 
requiring quite a high degree of 
arcade skill. The main playing 
area looks remarkably like a 
chess board until you notice that 
while some of the squares are 
enher black or white others are 
in tones of grey, and changing. 


As with chess e have two opp- | 


osing forces facing each other 
but unlike chess the forces are 
not matched. Each of the two 
armies have different pieces, 
Bach having individual 
strengths and weaknesses 

Before the game begins you 
must decide between playing 
for the good quys or for the 
powers of evil — naturally a 
sportsman would sélect the 
former. The game can be played 
either against the computer or 
against another player but in 
any event to be successful you 
must learn to appreciate the 
individual powers of each of 
your pieces. Each side has dif- 
terent characters, or itons, but 
overall they are matched. As 
with chess some icons are able 
to move ahead only two or three 
squares while others may be 
able pass over other icons or 
even, with the aid ofa spell, tele- 
poa to any location on the 

para. 

To move vou simply manipu- 
late a Cursor square over a piece, 
press fire, then move the square 
to the position you desire. If the 


move is over a distance greater | 


than 15 allowed, or is illegal for 
some reason, perhaps because 
it is blocked by other pieces or 
has been imprisoned by your 
enemy, then the computer will 
tell you, When playing the com- 


puter it moves its pieces in 
| exactly the same way, so it's 





easy to follow its moves. 

The object of the game is to 
take and hold the five 'power' 
points but to do that you must 
destroy the enemy forces and 
this takes a great deal of shrewd 
prata. Apart from having to 


now the strengths and weak- | 


nesses of each of the pieces and 
remembering how best to use 
them, its good to take advant- 
age of situations unique to this 
game. For example perhaps you 
have just lost a major piece and 
in doing so have severely 
wounded the opposing icon, are 


You in a position to send in a | 


minor icon and finish the job be- 
tore the enemy has a chance to 
heal its wounds? When vou are 
ready to attack all that is requ- 
ired is to move your icon over to 
the occupied square then the 
computer will ask if you want to 
challenge the oceupant. À pos- 
tive response causes the main 





ARBCHOM 


The pomers of light and dark prepare for war 


The Phoenix prepares for battle 


display to change for the battle 
screen. 

The battle screen has a life 
strength indicator for each ofthe 
icons in combat, a first time 
player may be horrified to notice 
the life bar of his opponent's 
icon is three times greater than 
his own. At the start of battle the 
two icons are positioned on 
opposite sides. At various and 
constantly changing locations 
around the screen blocks are 
located, these act as barriers for 
either side to cower behind. The 
two-icons must fight it out to the 
death and the winner will, of 
course, win the square for which 
they are fighting. Depending on 
the nature of the icons involved, 
the mode of attack will vary, for 
some are able to fire bolts and 
can cause damage at a distance 
while others must make contact 
to strike a blow. The meat of the 
game, however, is making sure 
that your icon 15 able to defeat 
the enemy and this is where 


| strategy comes in. Try not to 


take on an opponent that has 
greater strength. While some 


“icons are able to move at great 


speed they may only be able to 
fire at close range, óthers move 
very slowly buta direct hit from 





one ofthese could killyou. Other 
Icons may possess speed and 
strength but require long inter- 
vais before they can fire again. 
The minor icons enter the battle- 
field with very liítile strength, but 
with luck and nifty play perhaps 
you may inflict a lethal blow. 

To make the strategic element 
ofthe “nã even more complic- 
ated the program introduces 
concepts such as Iuminosity 
cycles and 'power points". H 
you decide to attack an icon ona 

ower point then that icon will 
be much stronger than normal 
as well as being protected from 
the effects of magic. The lumin- 
osity cycle dictates that while 
icons on squares of their own 
colour are stronger (dark on 
black etc) some of the squares 
willchange in colour. The effects 
of the magic applied by the 
magicians make for greater 
complexity, the spelis can onhy 
be used once and their use 
weakens the icon. The revive 
spell allows you to bring back 
from the dead a useful icon 
while the summon spell allows 
you call an icon that did not 
previously exist. While these 
icons willonly last for one battle, 
they are very powerful and will 





| 6 'Archon looks similar to chess 


| talents of both. My only comp- 


| better and for that matter so 





almost always win. Other spells 
include teteport, heal, exchange 
and imprison. Since the use ofa 
spell at the appropriate time can 
make significant changes to 
your progress, you must make 
very sure that your magician is 
protected while at all times try- 
ing to find ways of destroying 
the enemies, 


We: SEI | 


but don't turn the page yet, in 
Prey this is nothing ke chess, Ml 

can really say is that this is 
simply the most addictive strat- 
egy game | have ever played! ht 
will appeal to strategy and are- 
ade players alike, in fact it is ess- 
ential that you possess the 


laint is the price at almost EM | 
thinkit's a little bit steep.' 


O “Archon has revitalised my 
interest in board games, at the 
best of times | had little or no 
talent tor playing chess but /am 
trying very hard to master this 
because it is so much more fun. | 
love all the subtleties the game 
offers, not oniv the effect of the 
luminosity cycle but also how 
different pieces behave on the 
battiescreen. Have vou ever 
known à time in chess when a 
Pawn takes a Queen and they 
both lose? Well it happens here, 
because the piece | attached had 
been so weakened by eartier 
attacks my icon just managed to 
adiminister the death blow he- 
fore catching à fireball that was 
already in fight. | most strongly 
recommend those of you who 
enjoy strategy games to buy this 
— 3Archon really is a game that 
you wvill kegp coming back to 
play. Complaints? well only two, 
the graphics could have been 


could the sound. The second | 
complaint relates to the mave- 
ment of icons, once a piece has 
been selected it must be moved | 
— not even chess is quite that | 
strict, but then chess was never | 
this good. | 


COMMENTS 


Control keys: O/A up/down, Z/ 
X left/right, € to fire 
Joystick: Kempston, Sinclair | 
Keyboard play: responsive 
| 





Use of colour: limited 
Graphics: average 
Sound: very little 
Skill levels: 1 


Lives: N/A 
' Screens: 2 


General rating: an involved 
game, very good, though pricey. 


Use of computer 81% 
Graphics 72% 
Playability 85% 
Getting started 83% 
Addictive qualities 92% 
Value for money 69% 
Overall 83% 
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QUACK 
SHOT 


Producer: Creative 
| Sparks 
| Memory required: 48K 
Retail price: £2.50 
Fo e machine code 
Author: C.S.Pryke 


With games such as Toy Bizarre 
and Chucky Ego 2 there really 
does seem to be a spatée O 
industrial crisis games, after à 









































games I'm not surprised that 
nobody wants to go into indus- 
try — it's tD6 dangerous. 

In OQuackshot the player 
'assumes the role of a night 
watchman at the Acme Clock- 
work Toy Factory, who, no 
doubt had hoped that his first 


face à a revolution. Às he ex- 

lores the factory complex he Is 
aced with numerous toys, 
ducks, spiders and snakes to 
name a few, For some reason all 
the toys have taken a strong dis- 
like to watchmen and are out to 
| Kill him. His only means of def- 
ence are a stun gun and anti- 
duck bornbs. The gun only fires 
left and right so the bombs are 
needed to rid those toys not pre- 
| pared to come out and chance a 
straight fight. In fact a bomb will 
clear the whole screen of every 
sort of nasty but as the bombs 
are limited you cant use them 
too liberally. 

The game is played over a 
| series of 16 linear mazes. Each 
maze is about 5 screens long 
and access to the next maze is 
gained by finding the key which 
untocks the door. Each progres- 
| sive maze has an increasing 
number of locks within it, forc- 
ing vou to collect more keys to 
work your way to the next door. 
Às you can only carry one key at 
a time this means exposing 
vourself more frequently to the 
nasties while you go back to get 
the next-key. The maze is full of 
surprises, the least pleasant 
being a helmet shaped creature 
that homes in on you at great 
speed, Transport chambers 
allow vou to relocate yourself, a 
useful means of escape. Points 
are scored for ano from one 
maze to another and for picking 
up strange objects from within 
the maze, apart from the keys 
these objects have no other pur- 
pose. Às you move the maze 
scrolls sideways. À map of the 
current maze is shown at the top 
| ofthe screen and a countdowrn is 
provided to allow the player à 
| measure of progress in any par- 
ticular maze. 


“CRITICISM 


| O Ouackshoi is a very original 
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childhood spentplaving ofthese | 


mighton the job would be a quiet | 
one, nota chance! He is goingito 


SM DA 
“BABA 


and very addictive maze-cum- 
platform game. The serolling 
screens bear a strong resem- 
blance to Skoo! Daze but the 


game is very different. The | 
| graphics themselves are a gem 
| being perfectly smooth, no fick- 


er at all, Creative Sparks must 
have been proud ofthe graphics 
because they actually print a 
screen picture on the frontofthe 
inlay card. My only eriticism is 
that the pattem of the maze 
walls never changes butthis is a 


minor point because the gameis | 


so addictive. The sound is excel: 
lent with a tune and additional 
effects. The map at the top is a 


great help but beware of being' 


attacked while studying it. The 
action |5 pretty quick (certainly 
quick enough for me) so it's 
going to take some mastering. 
uackshot is à superb arcade 
game, well worth a look al. 


O “OQuackshot s one of the best 
maze games [ve seen over the 
past few months. t just seems to 
have so much life in it, 1t's really 
wacky! With many stages, the 
game builds up in difficulty from 
reasonab!y challenging to dead 


hard. Quackers proves that you | 


don't need complex plois and 
tasks to make a great game — 
just plenty of achonf 


O 'Ym sure evervone's got a 
game like this — it's fun to play 
and very addictive, but you 
nevér seem to play it because 
vou always play the brillant 
games instead. Quacksho! has 
great graphics that scroll wvell 
and are nicely drawn, the sound 
is quite good and there is a lot of 
t (wiuch makes a change). One 
thing that the instructions dont 
say is that vou get a limited 
number of bombs and shots 


| with your stun gunwhich makes 


1 


SE ADIADA 


Looking for the way out from maze one in QUACKSHOT 


playing even harder! | love all 
the diflerent keys that are out to 
get you. 


Control keys: D/C up/down, N/ 

E left/right, 55 for bomb, 5 to 
LES: 

Joystick: Kempston and Sinclair 

Keyboard play: comfortable 

Use of colour: very good 

Graphics: very good 

Sound: good 

Skill levels: 1 


Moro a TR 





Lives: à 

Sereens: about 80 

General rating: a very good 
game especially when you com 
sider the price 


Use of computer 78% 

Graphics 83% 
| Playability 88% 

Getting started 81% 

Addictive qualíties 85% 

Value for money 85% 
| Overall 


86% 








DONT 
PANIC 


Producer: Firebird 
Memory required: 16K 
Retail price: £2.50 
Language: machine code 
Author: M Rogers and M 
Craig 


Now here's a very simple lrtte 
task for you. You ate in control of 

| adroid stranded in some tar and 
distant alien cargo hold which is 
littered with Teddy bears, The 
cuddlies are desperately needed 
on Earth to satisfy the word 
Teddy bear shortage. 

The game is played over four 
platforms, one above the other, 
gach of which would be contin- 
uous but for the gap that your 
spaceship fits into. Elevators are 

| placed at regular intervals allow 
| ing movement up or down be- 
tween the platforms. The droid 


moves the bears along the plat- | 


>= 


form by firing his blaster at 
them, 50 making them chunter 
along until they fall over the 
edge into the spaceship's hold, 
Al pretty simple so far... one 
little problem is that the bears 
are contaminated and must be 
surifiegd with a burst of blaster 

efore the droid can touch them, 
Easy if you remember to admin- 
ister a quick blast before passing 
them. The droid can only man- 
age to move two bears ata time 
otherwise forward progress will 
be very slow indeed and speed 
is important because of a little 
green alien which bears more 
than a passing resemblance to 
Tyrannosaurus Rex (the prehis- 
toric version, not the seventies 

tam group). This chap seems to 
Rave all the cards stacked in his 
favour, well it is his planet after 
all. You cart shoot or outrun 
him, the only advantage being 
that you can change plattorms 
by more than one level at a time 
(if you're near the lift) and the 


alien can only hop up or down | 


one level at a time, but even so 
staving out of the monster s way 
while trying to load the ship is 
far from easy. 
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When a batch of Teddies have 


craft tt will rise up a level, The 
craft will take off for the next 
screen after il has received a 
load tróm each platform. The 
following screens are progress- 
mwely harder with the introduct- 
ion of more monsters but these 
additional monsters can be dis- 
posed of by knocking them off 
the edge. 


ing, It must be one of the most 
miuriating games that | have 
iengdis this year. You get a nice 

ong line of Teddy bears readyto 


oul 
appears and staris chasing you, | 
feel that this game is totally 
unfair on the player, you are pro- 

vided with a lazer that doesnt 
work on the align who you can't 
run away from because he runs 
faster than you. Don't Panic has 
nice big gra phics which are well 
animated and scroll well, The 
sound 5 okay, being mainly spot 
effects and asortof ticking noise 
from the droid. | enjoyed plaving 
this game until | reached the 
point at which | could go no 
further after that it was just very 
frustrating. 








172 Union Street, Aberdeen 
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been loaded into your space | 


CRITICISM À 


O “Don't Panic had me panick- | 


push into your space ship when | 
of no where a monster | 








O DontPanic' isasimple game 
in both design and concept, and 
ts pretty hard to load up 
enough teddies to get your 


rocket off the first screen. The | 


Green Monster (5 a real menace, 
and Em anty glad that his mates 
don't wander around the streets 
of Ludlow! Overall good value 
for the price, but | didn't find it 
terribiy addietive.' 


O “Just what have Firebird got 


against Teddies then? Pushing | | 
the cuddly little beasts around | | 


and hurling them off platforms 
into à rocket fuel making plant. 
Rotters. 

At first glance the game 
seems overly simple, but once | 
started playing it | found | was 
hooked. That green monster is 
infuriating — it would-have been 
nice to have been able to take 
the odd shot at it and slow it 
down or something. As it is, the 
Green Meanie tends to follow 
You round, and appear just 
when you thought you'd crack- 
ed it and got a good herd of ted- 
dies lined up for the push. 

A bit of strategy is needed to 
get anywhere on this game, It's 
no good just aimlessly pushing 
bears in the right direction. | 
think [Il be playing it for a while 
yet. Dont Panic? | hardly 
stopped.' 


94/96 Briggate, Leeds - 











long and hard to put together the UK'S BIGGEST 
“RANGE Of COMPUTER 


got an unrivalled selection of... Arcade Games, 
— Adventure Games, War Game: 
Games, Sports Games, Business and Educational 
Software. For Spectrum, QL, Atari, BBC, Electron, 
"Commodore 64, Commodore C16, Enterprise, MSX and 
Amstrad machines. 
Plus a large stock of utilities, peripherals, chess computers, 
baoks and magazines — and à range of Sinclair Commodore | 


and Amstrad hardware: Ama tt you tina chovsing software 
| hard, we have a team of knowledgeabie staff to help you. 


2 Oxidrd Sirekt | Sidor wi 
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Blast the teddies before the monster gais Fou 


| COMMENTS 


Control keys: redefinable 


Screens: 
General rating: a better than 
average game. 


Joystick: any Use of computer: 75% 
Keyboard play: no problems Graphics 70% 
e o | Pravabiy 71% 
q apiios: nenerimanaverago | Getting started 68% 
porem ibid di PNR RNTERE Addictive qualíties 78% 
Skill levels: 1 Value for money 80% 
Lives: 5 Overall 70% 
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' Producer: Alligata 

| Memory required: 48K 

| Retail price: £6.95 
Language: machine code 

Author: Steve Cattell 


| suppose a boxing game is à 
natural progression from the 
likes 0f Bruce Lee and this Alhg- 
ata offering is the first of many. 
In all you will fight thres bouts 
with each of two opponents, ltal- 
ian Stallion and Slugger Sam, 
and a gruesome looking pair 
they are too, Your first opponent 
will come out fighting from the 
the blue corner. Using either the 
keyboard or the joystick you 
control your man through some 
simple boxing manoeuvres to 
inflict as much damage on him 
while trying to avoid his fear 
some punches. The game all- 
ows you to throw head or body 
unches or to defend vourself 


w putting up a guard. À stamina | 


bar with eightgen graduations 
suffers the loss of a graduation 
per blow recemed. For every 
blow vou score against Slugaer 
a little arrow appears at the top 

“ofthe screen and when the line 
of arrows extends across the 
screen and reaches the "KO" 
marker then you have won the 
round. 

Slugger has an advantage be- 
cause his punches not onh 
reduce your stamina, bar but 
reduce his damage by one 
arrow. & skilful player can re 
duce this advantage by deliver- 
ing body blows while Slugger 5 
quard is up — that scores tuo 
Arrows, 

After winning three bouts with 
Slugger you are given a secret 
code to be entered before you 
can load the nextopponentirom 
the other side of the tape. 
Defeating ltalian Stallion re 
quiresa-great deal more skill be- 
cause he is an extremely um- 
pleasant being. 


CRITICISM | 


o | didn't really like playing 
Knockout, Em not sure why be- 
cause it's got great graphics and 
even a bitof the tune from Rocky 
3atthestart [just found it totally 
unplayable and not aí all addict- 
ive, | think it was something to 
do with the speed of yourman 5 
reactions which where both 
slow and unrealistic. 


O Boxing is a very diticult 
game to simulate on à computer 
and it can only be done adequ- 
ately by including a fot of detail 
and skill requirements Lo make il 
addictive. Knockout lacks both 
ingredients, after two rounds | 
was bored. Neither a crowd or à 
referpe are represented and the 
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“Producer: Icon 


| ions of the body to find and act- 


player only has à choice of two 
punches. Fhe movements are 
pretty rea! amd fluent, et times 
they look effective. The sound is 
okay but does drive you mad 
after a while. | think more could 
have been made of the game ifa 
wicter choice of competitors had 
been offered. 


e'ifl hadnt pa the arcade 
boxing game | may have been a 
little more impressed with the 
game. The graphics are adequ- 
ate but the whole game is let 
clawyn by the slowness of the act- 
ion and what appears to be a 
ny the player's 


poor response 
man. 


COMMENTS 





Control keys: | to body punch, O 
to head punch, 6 to guard, QAW 
left/right 

Joystick: Protek, Kermpston 
Keyboard play: lacks response 
Use of colour: fair 

Graphics: good 

Sound: alright 

Skill levels: 2, notselectable 
Lives: 1 for each bout 


FRANK- 
ENSTEIN 





Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: Peter Fothergill 


The theme of this game IS Very 
similar to Fantastic Voyage in 
that you controla sprite making 
its way through the inner work- 
ings of a human body. This time 
the sprite is in the form of a little 
spaçe craft las in the film 'Fant 
astic Voyage”) and the body is 
that of some humanoid mon 
ster. Your task, as Freddy Frank- 
enstein descendant of Victor 
Frankenstein, is to guide the 
craft through the ten main reg- 


vate the bionic imptants within 
t. But before-he can be allowed 
to get up and hobble about you 
must also find and destroy the 
neurons responsible for the 
monster's wicked behaviour in 
the past, othenwise he will getup 
to his old tricks of chasing young 
maicdens and killing off cobbiers. 

Your journey begins in the 
Trachea where you have to 
dodge left and right to get past 
the ranks of oncoming frogs 
(you may well wonder, but 
trachea means throat — geddit)! 
When you collide with a frog, or 
indeed with any other moving 
object within the body, the dam- 
age bar shown atthe base ofthe 
screen increases. Another bar 
shows the amount of oxygen 
remaining and when it reaches 
zero or the damage bar reaches 


Screens: N/A 

General rating: below average 
Use of computer 609% 
Graphics 50% 


DANAGE 
OX GEN 





Playability 


45% 
Getting started 62% 
Addictive qualíties 47% 
Value for money 50% 
Overall 52% 


The main body of the games in FRANKENSTEIN 2000 


maximum then the game is 
Over, 

Your nextstop after the throat 
js the night lung. Here you must 


get past the bouncing cigarette 
packets to activate the implant 
and then make your way out 
again. Each part of the body is 
explored in order, after the lungs 
ou move on to the stomach, the 
ver, kidneys, ntestine, heart 
and finally the brain. The 
graphics for each of the organs 


vary widely but essentialy the | 


task is the same — those areas 
that do not contain a transplant 
may simply require you to work 
vour way to the other side coll- 
ecting bits and pieces as yOL go. 
Inthe stormach, for example, you 


must collect the six pieces of | 


bacon while avoiding the egos. 
After every second organ you 
find yourself in a blood vessel 
where you can restore your 0XY- 


| gen level by shooting the air 


ubbles, but coliding with them 
will increase your damage and 
that can only be reduced by find- 
ing, and. absorbing the odd 
spanner left about the late. 

After each screen has been 
completed you are returned to 
the main screen which shows 
those parts of the body that can 
be reached and the nexi area 
about to be negotiated, On thus 
screen you are given your curr- 


ent score and the highest scote | 


achieved. 
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ROGER KEAN hurtles up the A68 to 
GREMLIN GRAPHICS in Sheffietd 


VISI 











uietly sitting at home one evening last 
summer, watching the evening news and with 
computer games from my mind, the peace 
was shattered when this platform game sud- 
denly appeared on the screen. Startled with 
injured surprise that some upstart new comp- 
any should dare to feature a new game on telly 
oro letting CRASH know, all | caught of the 
item was that it had something to do with 
Arthur Scargill, flying pickets and a mole. kt 
seemed trendily topical — another cheap bunch 
jumping on the games bandwaggon with a rip- 
off idea timed to catch the miners” strike? The 
company's name was Gremlin Graphics. In the 
event CRASH wasn't missed out. We got an 
early Spectrum version, doctored so we would 
could visit any room in case none of us were able to withstand the 
Flying pickets or the infamous crushers, and thus we were intro- 
duced to the delights of Wanted: Monty Mole, and became acquain- 
ted with Gremlin Graphics, the company that won the 1984 CRASH 
Readers Award for the best platform game — far from a rip-off. That 
was in July. Gremlin Graphics has now been going for a year and it 
segmed time to visit Sheffield and find out how things were going. 





HOW TO GET A GREMLIN GOING 


Alpha House, Carver Street is a gaunt Victorian office block that 
might once have been fashionable but now lies virtually, though 
tidily, empty. The Gremlins refer to it as “the prison”, an impression 
reintorced by the long, narrow corridors painted in institution 
maroon and cream. Gremilin Graphics has two rooms which for 
some obscure reason are situated high up in the building and quite 
some way from the ancient lift which no-one seems to use: When | 
spoke to lan Stewart, Sales and Marketing Director, about the visit, 
he told me to stop outside a shop called Just Micro. This turned out 
to be a thriving and very busy computer shop which is owned by lan 
and his partner Kevin Norburn, the Financial Director of Gremlin 
Graphics. 4 phone link between the shop and the office, soon 
brought lan down to greet me and drag me away from the beeping, 
squawking screens that lined three walls of the shop's interior. 

e corridors of Alpha House may have been prison-like, but once 
through the door and into Gremlinland, a different atmosphere per- 
vaded. Of the two rooms, one is a general office, and the other, 
larger, room is equipped with desks, computers and screens for the 
in-house programming team. The programmers had athered spee- 
jalhy for my visit (more to give a third-degree on CRASH reviews than 
in my honour | suspected — the usual reason programmers want tô 
talk to magazine people), and were busy falling over the ubiquitous 
C5. which seems to have taken over from the Porsche as a software 
Ares se vehicle. | never did askwhat it was doing up there on the third 
toor, 

Before founding Gremilin Graphics lan Stewart had already ace- 
umulated 12 years retailing experience culminating in a group 
managership for Laskys, but the itch to work for himself proved too 
strong and he joined forces with Kevin Norburn to open a computer 
shop. When Kevin and myself had opened Just Micro, we always 
said as soon as the shop got rolling and we found the time and the 
ira da programmer, that we would like to have our own software 

OUSe. 

The shop did get rolling and the first necessary programmers 
transpired in the form of Peter Harrap and Tony Crowther, lan and 
Kevin were well aware from the start that they would have to put 
together a fetais team to get safely off the ground. Tony 
Crowther, already well known for his Commodore programs Loco, 
Son of Blagger and Kilignwatt, was made a company director and 
went on to write Potty Pigeon and Suicide Express for Gremlin 
before differences on the board ted to his leaving the company, 
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O Where Gremiin Graphics started, the JUST MICRO computer 





sur in Carver Street, Sheffield. Gremlin's offices are up 





Looking around to ensure good distribution, lan reckoned Geo 
Brown of US Gold, who had just started Centresoft distributors 
was going to be a power and invited him to become managing 
director. But it was with young Pete Harrap that Gremilin really got 
going. 


GOLD COAL DIGGERS 


'Peter Harrap first came to us with a complaint,' lan recalls, “which 
was that his Currah Microspsech had blown his Spectrum up." Atthe 
time Pete was at university. He was into hacking and programming 
to some degree and had written a program that allowed you to 
redesign and rebuild the city in Quicksilva's Ant Attack. He sentitto 
them, but Quicksilva declined to use it. Over the protracted matter of 
Currah getting the damaged Spectrum repaired, Pete visited Just 
Microa lot. Aslan says, Wegotto know him quite well, and although 
| think he got aggravated on a number of times, we made a friend 
more than anything else. We said to him, “well you're into proa- 
Sl da don't you spend a bit more time on it and develop a 
game? So we gottalking and | came up with the idea of a mole, and 
we decided it would be a platform game. Pete's father is a mine 
training officer, so we decided to use that and put the game under- 
round — a mole can go above or below ground, which adds variety. 
5 he was writing it the miners" strike developed, so we introduced 
different criteria into the program to tie in with the strike like the 
flying pickets and the effigy of Arthur Scargill.' 
Itwas the caricature of Scargill tha! gave lan a hook upon which to 
hang his launch. Eight radio stations, national newspapers and 
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national television news gave the game coverage. lt was a useful 
boost, but it was a lot of hard work, it didn't just happen — wheels 
within wheels to see the program got the exposure it did. Really, 
from that point we've grown to the stage we're at now. 


LOOKING BUOYANT 


With so many software houses finding themselves in a dodgy con- 
dition lately, | asked lan what he felt about Gremlin's position in the 
market after one year. 

Isee it as being very healthy. As far as other software houses are 
concernad, their approach mustbe to be very careful aboutwho they 
deal with and make sure their advertising expenditure is reasonable 
but not too low-key. They will also have to be careful about the 
quantity of games released through the year, with the fear of damaa- 
ing the sales of one productup against another. | dontmind market- 
ing my product against someone else's, but not against my own. It's 
awaste of advertising for one, and obviously the programmers don't 
ge the rewards they should do from the sales their programs 
achieve; 

lan reckons the business has got much tougher over the past 
twelve months and that it |s no longer easy for people to set upa 
software house and make a success ofit, lfwe werestarting this July 
instead of last July, itwould be a totally different story. We came inat 
the right time with the right product and the right marketing and it 
worked for us. Now you have to have a track record, and the way you 

o about presenting games to a distributor has got to be profess- 
tonal. The way you market the product has gotto be sensible and you 
must have your programs ready well in advance. think we're hitting 
a happy situation at the moment where we're able to backlog soft- 
Ware 50 We can release it when we want, but we propose to keep 
releasing right through the summer to keep the name in the fore- 
front. | would like to think that Gremlin will be one of the top five 
sottware houses by the end ofthe year.' 

On the Spectrum there are several planned releases kicking off 
with Beaver Bob [in Dam Trouble), followed by Grumpy to ra 
— Supersieuth and Metabolis, and then onto October and the pre- 
Christmas release of Monty on the Run. In addition thereare releases 
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O The Gromiins gathered: left to right, Shaun Hollingworth, Kevin Norburn, lan Stewart, Chris Kerry, Peter Harrap and Christian Urquiare, 
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planned for the Commodore 64, some conversions and some orig- 
inals, as well as games for the C16and Amstrad, Allofwhich mustbe 
keeping Gremiin Graphics very busy, and it seems that lan is thumb- 
ing his nose at the traditional summer slump: 

'Obviousty the sales figures that you achieve over Christmas are 
double those you achieve for the other times of'the year, but | think 
keeping the market buoyant for the rest of the year is very important. 
| dont mind getting lower sales through the summer — it keeps the 
Gremlin name prominent; and it keeps the programmers busy — it's 
important for them to be able to work twelve months of the year 
rather than six and it's important for us to have revenue coming in 
for twelve months of the year rather than six! | would hateto think | 
was holding product back just for Christmas 

Looking at “the prison there is obviously plenty of room to 
expand, should they wish to. At present Gremlin employs four full- 
time in-house Z80 programmers all writing for the Spectrum, Pete 
Harrap, Chris Kerry, Shaun Hollingworth and Christian Urquhart. À 
company called Micro Projects consisting of three programmers 
write Gremlin's Commodore games and conversions, and lan is 
investigating other talent. would like to see our in-house personnel 
double this year, to a maximum of ten, so that we have at least oné 
programmer who is competent on one of the major machines, by 
which | mean Spectrum, Commodore, Amstrad and Atari. Thal 
means we are on the look out for more programmers and more 
product. 


UNSOCIAL HOURS 


Although the in-house team are employed full time, few of them 
work consistently-at the offices, preferring to spend some time there 
but more at home working. 'Programmers tend to work rather 
unsocial hours and as the time required might mean them working 
all day and then into the small hours they find it easier to work in the 
comfort of their own homes, But they do come into the office at least 
once a week. 

With this sort of working flexibility, | wondered whether there was 
any sense of team spirit”. 

'Oh yes, lan replied instantly, 'gach programmer will discuss each 
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other's work and they Il discuss various routines that they're using, 
the gameplay elements within the game and various graphics — 
Peter Hartap does a number of the graphics for other people, he has 
a bent towards designing graphics and he's very quick. The bulk of 
the ideas for games come from the Gremlin office”, lan continued, 
“we have brain bashing sessions, Sit down and discuss the types of 
program we would like to put out — Em the culprit as far as the 
Characters go. What tends to happen is that general ideas are thrown 
about and den the programmer goes away and draws up a plan of 
the way the program could vor. Then we discuss that again before 
the ld Entao so we end up with a sort of storyboard. k 
works very well, because you can identify the areas that you could 
make within the program or the improvements you can make before 
tactually gets started. There's nothing worse, and it has happened 
tous, to be halfway through a program and find thatit's not going to 
work. vou had sat down and spent a little more time at the outset 
you would have identified all the problems and saved a lot more 
time. | refuse to continue with something that | may not be happy 
with at the end. 

Before moving into the programming room to have a look at the 
new games coming alông, | asked tan, thinking of Monty on the Run, 
whether he thought platform games were a played out genre. 'Oh 
no, definitely not. Hopefully with Monty on the Run you'll see a 
different element enter platform gameplay. We have introduced 
some further exciting elements which | think the public will like. Ve 
see it as a great improvement on Wanted: Monty Mole and | thinkit 
will get Goa de 8 | 

Is he irritated when other companies try to jump on the success 








bandwaggon of Monty Mole, or, as Software Projects has suggest- | 


ed, that platform games like Monty Mole are jumping on the success 
bandwaggon of Jet Set Willy and Manie Miner? 
“Artic's Mutant Monty was a direct hype ofa number of games. We 
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Chris is the baby of the team at 
18 [19 in December), but of the 
team he has the longest list of 
credits to his name. He wrote his 
first game at 16. ltwas called 
Gremlins and no one wanted it. 
Computers firstcrtopped up on 
the second sas computer 
course at school, but failed to 
catch his interest. Then in the 
third year he joined a computer 
gróup. “We just used to mess 
about, but | became interested in 
how they actually worked. Then 
the ZX81 came on the market 
and | got me sister to buy me 
one, and | leamed to program 
machine code on that. VVhen the 
Spectrum came out | got one 
and spent a year trying to figure 


| outhow to do the screen 


didn't feel inclined to do anything about the fact that they had used | 


“Monty and were obviously hyping off the success of Monty Mole. 
As to Manic Hiner and Jet Set Willy, Miner 2049er was the first, and 
as to whether the people that opriginated that program feel the same 
as Software Projects, | don't know. | see no reason tó diminish our 
own glory when they've had such a nice success with both pro- 
ramis, and they are both very good programs. Perhaps it's à case of 
eing a little bit jealous, | don'tknow, maybe Monty Mole's better. 
One thing for certain is that Monty on the Run is very much better 
than Wanted: Monty Mole. The mean elements of the first game 
have been made even meaner in the second. às lan comments, That 


is Pete Harrap's sheer bloody-mindedness. |f people thought the first | 


Monty was bloody-minded, they'd better look at the next one! He's 
done some very funny things on it. 
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because it's got a right weird 
way of storing things. Inthe end, 
| really learnt to program by 
listen ng to other people and by 
reading magazines. 

After writing a Galaxian type 
game, Chris turned out Jack and 
the Beanstalk which Thor 
accepted and released. 'Itwasn't 
very g00d, but you learn from 
your mistakes. The screen 
pictures were good, but the 
graphic movement was 
terrible!” 








Chris wrote two more follow 
ups to JATES, Giant's Revenge 
and The House that Jack Built. 
all these games featured heavily 
and brighthy coloured 
backgrounds which 
distinguished them from almost 
every other program on the 
market. t was a trademark he 
Kept when he moved over to 
Gremilin Graphics and produced 
the second Monty game, Monty 
Mole is Innocent. 

Chris is now finishing off 
Metabolis, which is a departure 
graphically for him. The way the 
character is used in the game is 
quite comical, and there are 
what lan Stewart calls 'some 
nice, silly little touches to it. You 
pr one of the last human 

eings free of the evil influence 
ofaliens that have taken overthe 
planet and are turning people 
into monsters, You haven't 
bah escape the effects of 
their plans, however, being a 
bird with a still-human brain. tis 
a giant, colourtul maze, full of 
hazards of course, through 
wiich you just quide your 
birdiman until discovering the 

otion that retums you to a 
human form. Having once again 
become human, you still 
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possess the abilities of a bird, so 
vou can fly as well as walk. One 
ofthe nice little touches is the 
reference to infamous Gremlin 
crushers, but these do not kill 
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At 28, Shaun is the oldest of the 

bunch, His introduction to 

computers came through his 
previous job as a chief video 
technmician for a certain TV rental 
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about microprocessors long 


you outright — they just latten 
vou tor a while. Metabolis looks 
like being the most unusual 
program Chris Kerry has 
written. 
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company. | had to know a lot 
about digital logiccireuitry, 
says this softly spoken native of 
Sheffield, 'so wewere taught 








before computers took 0H. | 
knew allabout ANDingand 
ORing, so itdidn't come terribly 
difficult." 

Shaun came to Gremlin 
Graphics through Just Micro as 
well, buying games for his 
Spectrum, but a friend who 
works in the shop had also 
worked with lan Stewart at 
Laskys, so they got to know each 
other. The first job was Potty 
Pigeon on lhe Spectrum. “ht 
wasn't really a conversion, 
Everyone says itwas a 
conversion, but itwasn't. We 
thought we couldn't really do 
the scrolling screen on the 
Spectrum like we did on the 
Commodore, so we thought we 
would extend the story a little 
bit. ltwas the first fulllengih 
games program Vd ever done, 
and of course, | had a lot of 
things to learn, and | think if Pd 
done it now [could have made a 
far better job ofit.' 

Shaun's technical background 
stands him in good stead when 
it comes to some of the teams 
programming problems, and he 
is responsible for the disc 
system they use with the 
Spectrums. We had to convert 
ali the programs which meant 
breaking down the code used by 
the assemblers to get the disc 
system to run — we had that 
much trouble with microdrives it 
were unbelievable.' 

Since he is more inclined to 
the technical side of program- 
ming, | asked whether he 
considered the programming or 
the games design more 
important. The game, 
definitely. | wake up in the 
morning thinking, how am | 

oing to do this next bit, but not 

rom a program point of view — 
from the final effect, to get the 
game to a standard whereby 
people will really enjoy it when 
they play it. 

For his project, Grumpy 
Gumphrey — Supersieuth, 
Shaun has developed a masking 
technique for the moving 
characters so that they appear to 
pass behind objects. This type of 
ing ie kes a lot of testing to get 
Ft right. When you write a 
routine for a certain partofa 
program you must test ftto the 
full before going on to the next 
one, because otherwise if a bug 
crops up you can bein right 
trouble. What's more, one part 
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of a program can interact with 
another part and you canendup 
with such a mess you don' 
know where you are. 

Some programmers use the 
technique of writing all the 
algorithms for a program and 
then slot in the graphics rightat 
the end, but Shaun prefers to 
design and fit in graphics as he 
goes along. Thesprites arent 
às important buton the screens 
you've got to know where things 
are. Like the lift buttons in 
Supersieuth — ifwe wanted 
them, say, in a square instead of 
a line, we'd have to rewrite part 
of the program to make thal 
happen because the program 
has to know where the buttons 
are for it to work. 

Shaun's next project is a 3D 
version of a platform game, 'like 
Monty Mole in 3D, but probably 
not Monty Male Meanwhile he 
is busy finishing Supersleuth, 
not the first ever program to be 
set in a Department Store 
(Herbert's Dummy Run, but 
certainly one ofthe most 
frenetic. Grumpy Gumphrey is a 
store detective at (not surpris- 
ingiv) Mole Brothers, an 
establishment with many 
deparitments on four floors. À 
central feature is the lift which 
may be directed to the desired 
floor by pressing the 
appropriate button. The tift 15 
actually a 'room' which stands 
stilbwhile the floors whizz past. 
Shop lifters are abroad and'itis 
Gumphrey's principal task to 
apprehend them. lhe ma kes a 
wrong deciston about who itis, 
then a warning letter is issued 
and after three it's the curtains 
dept. for Gumphrey, 

The frenzy sets in, however, 
not because of thieves but 
because of all the other jobs 
Gumphrey has to do. These 
include taking the manager his 
10.30 cup of tea, recapturing 
gorilias escaped from the pet 
depariment, clearing ducks and 
bugs outofthe food hall, finding 
lost babies [Herbert perhaps?) 
fixing the lift when it breaks 
down, emptying the flooded 
boiler room, pasttina out fires in 
waste paper baskets and so on. 
Allthese jobs need specific tools 
which may be in obvious places 
ornot at all — or they may have 
been stolen by shop liters! No 
wonder Gumphrey 5 grumpy at 
times, 
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When asked his age, Peter 
replied somewhat uncertainiy, 
'Ooh,er, 20". The son of a mining 


training officer, Peter studied at 
Sheffield University and was 
doing quite well until a Currah 
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Microspeech unit decided to 
destroy his Spectrum and thus 
plunged him into a life of games 
designing. Like so many other 
young programmets, Pete 
started with 'a little ZX87Y' and 
then skipped a big ZX81 by 
selling some camera equipment 
to buy a Spectrum. He taught 
himself machine code program- 
ming on the 81 and “basically 
transferred that'to the 
Spectrum. | 

Until meeting lan Stewart and 
Kevin Norburn in Just Micro, 
Pete used to do some hacking 
and design programs to alter 
existing games. His city 
redesigner for Ant Attack was 
sent back because Quicksilva 
told him they were already 
developing something them- 
selves; although this never 
appeaieo: Zombie Zombie did 
allow the player to rebuild and 
change the city. 

Peter Harrap hit the headlines 
(iteralhy) with his first game, the 
CRASH Readers Award winner, 
Wanted: Monty Mole. A wicked 
sense of humour was apparent 
in the game, and it is this angle 
that is most noticable in the 
follow up. Apart from program- 
ming entire games, Pete is 
responsible for many of the 
Spectrum graphics in other 
Gremlin games, he has des- 
igned the main character in 

eaver Bob, for instance. This 
led'to some ribald comments on 
Bob's suggestive style of 
walking — the irrepressible 
Harrap humour sometimes 
verges on the — well, naughty. 


Monty on the Run is the true 
successor to Wanted: Monty 
Mole. Like it's forerunner, itisa 
platform game with many and 
varied elements. Perhaps the 
most significant is the fact that 
Monty can now somersault 
rather than just jump. When 
asked whether the Commodore 


Christian now 19 moved to 
Manchester to join Ocean, and 
then onto Sheffield with 
Gremilin Graphics: His first 
rogram, Transversion was à 
fast grid game which Ocean 
marketed. Afterwards he 
became an Ocean in-house 
rogrammer and worked on 
Hunchback, Cavelon and Daley 
Thompson's Decathlon. Since 
joining Gremilin, Christian has 
gen working on Beaver Bob in 
Dar Trouble, which was the 
subject of a loading screen 
competition run in CRASH. 
CRASH readers who visited 
two of ZX Microfairs last year, 
will probably remember seeing 
Christian on the CRASH stand, 
holding court with gamesters 
wanting to know how to win at 
Hunchback, and having a 
programmers” battle with David 








pare Impossible Mission might 
ave been a (forgive the pun) 
springboard, Pete just smiled. 
The story, as we know, so far: 
Monty Mole, suffering from a 
shortage of coal owing to the 
miners' strike, enters à mine to 
steal some. After many mis- 
adventures he meets Arthur 
Scargill and is sentto prison for 
theft. His friend, Sam Stoat, has 
a go at rescuing him, but fatls in 
the attempt, so Monty is leftto 
complete his sentence, With 
time on his hands he takes to the 
rison gymnasium and. 
ecomes super fit, learning to 
somersault in the process. He 
gets out of gaol and tries to flee 
to Brazil. This is wherethe action 
of Monty on the Run takes place, 
as he boards a ship and tries to 
escape to France. Money is of 
the-essence, and fortunately 
there are o sovereigns to be 
collected, but in order for the 
ship to sail, Monty has to 
perform several tasks, all of 
which require the right tool for 
the job. On top of that there are 
hosts of malcontents trying to 


Sor him. 

he 'orrible 'arrap has prog- 
rammed in numerous devious 
traps, some of which are so 
mind bogglinaly cruel it's mind- 
bogglina. There are lifts with 
nasty habits, teleport beams 
which are only safe if they are a 
certain colour and some Of 
which can deposityou in a lethal 
situation. Objects to be collected 
are placed in almost impossible 
positions, and often, after hours 
oftrying to reachthem, they tum 
out to be useless or, worse still, 
positively dangerous. This is not 
a game for the squeamish! 
Peter, who is quietly spoken, 
tends to a calmness that is 
belied by the mischevious 
delight he takes in setting the 
hapless player up for a pratfall. 
But |'ve no doubt that thousands 
will be queueing up fora custard 
pie in the face by October when 
Monty on the Run is released. 


Shea (Quicksilva Frenzy and 
Snowinan, whonow works al 
Mikro-Gen). 

Beaver Bob in Dam Trouble is 
described by lan, asa game for 
the slightly younger player, 
which isn'tto say that it's easy. 
Above the surface of the river, 
stands a wooden hut with 
several floors. This platform 
section of the game sees Beaver 
Bob collectina dynamite. Below 
the surface of the river are the 
beaver's two dams, anda secret 
hideaway wherehe keeps food 
and is able to take a breath. The 
river is infested with crocodiles 
which not only eat beavers, but 
also stea!l dam logs. The objectis 
to replace the stolen logs to keep 
the level of the reservoir up, 
wehilst avoiding crocodiles, 
schools of pirhana and hunting 
scuba divers. 
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Producer: Palace 
Software 
Memory required: 48K 
Retail price; £7.99 
Language: machine code 
Author: The Ram Jam 
Corp with Steve Brown 
Ora bill many miles away there 


is a green door behind which 
there is a Golden Broomstick, a 


thing so powertul that the it is. 


sought after by the best and 
cleverest witches in the land, but 
only yvouare prepared to face the 
dangers that lie behind the door. 
ts notthatyou are being partic- 
ularly brave but you have this 
spelikthat should defeat the 


powers of the pumkins room 


and leave you, às à prize, with 
the witches golden broom. 
Your spell needs six basic 
ingredients-not normally found 
on supermarket shelves, in fact 
they can onhy be found behind 
other coloured doors for which 
ou will need the coloured keys: 
So your first taskis to find the 
keys by flying on your own taty 
broomstick round the locality. 
The keys can commonty be seen 
propped up against trees all that 
remains is for you to land and 
pick them up. Asyou peruse the 
skies vou are attacked by all 
manner of things. Witch-eating 
bats, cloak-scorching fireballs, 
murderous pumbkins and badiy 
behaved seagulls are just a few 
of the hazards facing “vou. Of 
course your magic defends you 
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from their onslaught (witch isto 
say that your broomastick is act- 
ually a 4.áômm quick-firing can- 
non) but your life force is deplet- 
ed by as much as four or five 
points. However by firing direct- 
ly at the attackers will only cost 
vou one point per shot so since 
Bach of your eight lives lorhags) 
oniy have 99 points to start with 


vou really can't aftord to be 


Ei part. » e | 
Vith the cortect key you can 


“get into any of the caverns al- 


oughyou willhave to discover 


for e which caverns to 
sit 


irst, Each cavern presents a 
sort of platform game problem 
that requires great skilland dex- 


Didi dio arg When you have: 


reached whatever it is that you 
are looking for you must return 


“home to add it to the pot. After 


coliecting the six main ingred- 


“jents you will be able to com 


teto the spell that will rid the 
and of the pumkin and win that 
newbroom. | | 

As a bonus, on the B side of 
the cassette |5 a Spectrum vers- 
jon of the earher Palace game, 
The Evil Dead, 


] A to 


OL find the graphics in this 


a very cal but | think 
the movement could have been 
improved. Rather than the 


whole sereen serolling from one 


side to another as you fly, it 
scrolls ih pages, as you reach the 
far side of one page it rapidly 
serolis across so that you are 
back on the other side of a differ- 
ent screen. The 'how do | get 
over there” problems in the cav- 
erns are very tricky and demand 
great skill. The attacking nasties 
are a real pain because there are 
so many of them, even killing 
them costs energy so you realhy 
will need those lives ifyou want 
to-complete the game. Very attr- 
active game, playable and | find 
it fairby addictive 


O '[venothing but praise forthis 
ame, graphic detail is marvel 
pus and colour is exceptionally 

well! used. Animation is great 

too. t's not an easy game by any 
means — [pin 


bats (vampires?) try continuaily 
to drag you down. Finding the 


well spread and rendomiy: 


piaced keys isn't easy either, 
using them (5 Even WOrSE — 48 
vou open up one of the colour 


coded doors à new underwuride. 


appears, offering you streens in 
a platform- or should | say 'step- 
ping stone”- game. This is even 
more difficult than the aerial 


sequences, because for half of 
the time you don't know where 
you'll land up when you step 
biindiy of one screen into 
another. Eight hags might seem 


a lot of lives to you, but you 


couio have eghty and it 


wouldn't be enough. A delight- 
ful garme that Is bound to prove 
popular. 


hrough the air 
seems fun at hist until ferocious 






O “Here's another Entro that has 
been converted from the 64. 
They've had some trouble with 
the continually scrolling screen, 
butthe Spectrum page scrolling, 
though nowhere near as atiract- 
ive, is a reasonable comprom- 
ise. The graphics look very good 
Rey Flying on your broom- 
stick sa tricky business with the 


“ghosts, bats and deadly pumkin 


pods all homing in on you — 
don't hang about in one place 
toa long! The caverns present a 
totally different game with 


different problems, so Cauldran 


represents good value in game- 
pr and the good graphics, 
jard to get to rooms, size of the 
game and difficulty level makes 
it addictve to play, and with a 
second free game on board, 
peca value too, although Evil 
ad isn't the most mega-fab 
program. i 


Control keys: Cap/Z left/right, 
X/€ down/up, and V te fire 
Joystick: Kempston, Cursor, 
Sinclair d 
Keyboard play: responsive 

Use of colour: very good 
Graphics: detailed, well moving 
Sound: good 

Skill levels: 1 

Lives: 8 

“Screens: 64 below ground — a 
lotabovel 

General rating: a large, | 
engaging and difficult game for 
the arcade player É 
Useof computer 80% 
Graphics 89% 
Playability 90% 
Getting started 86% 
Addictive qualíties 91% 
Value for money 90% 
Overall 91% 








M AO DC DO JU: 64 


Extraordinary Arcade Animation 
An amazing journey to the centre 
ofthe Pleasuredome 

Discover the secrets of the 

final screen! 


Ria, Nh 
FREE! FREE! FREE!| 
= ' ique LIVE ori é of RELAX, 1 never released in the U.K. 
Eilsivey from oca datar ê é twin cassette E 


Ocean Software Limited 
6 Central Street Manchester M2 5NS. 5] 
Telephone: 06] 832 6633. 
Spced n Software is available om selected branches of: 
WAS MALE Pico M RA LASKYS, 






















































Producer: Quicksilva 
Memory required: 48K 
Retail price: £7.99 
Language: machine code 
Author: Peter Hargreaves 


Glass, believe itor not, |s a fight 
simulator but one designed for a 
very special task which is to train 


aid of Glass you must acquire 
the skills needed to be a star- 
fighter pilot. The problem, you 
see, is that the planet Hygon has 
been taken over by a bunch of 
clever but nasty aliens. They 
have buik three citadeis which 
act as bases for further military 
expansion. The citadels are 
heavily defended and only good 
pilots stand a chance of destroy- 
ing any one of them let alone all 
three. 

The simulator has been des- 


limit as you must destroy hun- 
dreds of droids before you even 
“catch sight of a city. For most of 
the time the action takes place 
on the planes of Hygon which 15 
a pretty boring sort of place to 
be, mostly because the surface 
is reflective, flat and devoid of 
just about anything except, of 
course, the droids. You are 
going to meet three main types 
of droid, the first are sproingy 
bouncy ones, you know the sort, 
they never seem to sit still long 


ou must if you are to avoid 
seing killed yourself. The sec- 
ond class of droid appears to be 
edad, a boundary, in herds. 


one side of your vigw-screen to 
the other happily lobbing tennis 
balls at you, only these balls do 
nasty things to shields. The last 
breed of droid is bigger but less 
bold, they comer over the hor- 
izon and then pop up and fire at 


you. 

The simulator has two other 
hazards for you to cope with. 
Firstly you are given practice 
erçouna up enemy ships as 
they sídle past your view- 

screen. Secondly, you exper- 
|ijence the thrill of Evan across 
the less boring parts of Hygon, 


The simulation gives the 
appearance of traveling, on à 
high speed Fly-mo across a very 


highly coloured grave stones. 
When you collide with one ofthe 
“headstones' your shield suffers 
damage. Many alien deaths later 
vou reach the first citadel and a 
nuclear warhead is launched 
against it automatically, letting 
vou sit back, relax and watch the 
spectacular end of one of the 
erties. But not for long, one 
down two more to go. 

You're equipped with twin 
rapid fire lazers, centred on the 
screen so aiming is done by 
moving the craft from side to 
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you for a specific task. With the | 


igned to test your abilities to the | 


enough for you to kill them, but | 


ey march, relentlessiy, from | 


at low level and at high speed. | 


large graveyard complete with | 


side. Points are awarded for hit- 
ting enemy targets and the first 
20,0 are hard work, after 
which the bonuses are generous 
and top scores can well go into 
| the millions. À score such as that 
would ear you the highest tie 
of “Game Lord' but more often 
than not early missions will attri- 
bute less flattering ranks to you 
like “Galactic Dustman' and 
"Commodore Owner”. There is 
| am infinite lives option but 
scores from each mission are 
not cumulativa — yi 
come a Game Lord by cheating 
you know! 


TE 
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graphics, they are very attract- 
Ive, very smooth and delightful. 
To be honest the game itself is 
really nothing more than a shoot 
em up but what's so bad about 
that? The sound is almost up to 
the standards of the graphics so 
“that helps to make it exciting, as 
do the huge variety of alien be- 
ings — seldom will you ses the 
same creature twice. In between 
conflicts with the aliens your 
craft passes through a mast 
alluring transition, best descr- 
ibed as a journey by a slice of 
high speed cheese through the 
middle of a sandwich made with 
chequered bread. One scene 
reminds me of 30 Deathchase 
but much faster so it's quite thril- 
ling. My only reservation is the 
price, | admit the graphics are 
superb but it is a little steep. 


O This game is instantly appeal 
ing in the sense that everythin 

is graphically 'fast' and fairy 
detailed, But there didn't seem 
to be much of a game to it. Var 
ious sequences have some nice 
effects and, in the main, the 
game is built up of effects — the 
| warp effect is the best I've seen 








SMELD as 


ou can't be- | 


O “lam very impressed with the 


on the Spectrum. Speeding 


ed it allth 





through the towers is difficult 
because they come towards you 
at such a rate and the key res- 
ponses don't match that rate, 
which adds a bit to the forward 
thinking. Another nice touch is 
that you can continue with your 
game from epa at which 
you were killed. AS a game | 
can't reaily recommend it, af- 
though if you're into effects, it's 
nice to see what can be doneand 
itgets very fast.” 


O | enjoyed plaving Glass as it 
didn't get boring. The graphics 
were so varied that | only saw 
each type of alien once. The 
sound was well used and gave 
the game a bit more depth, the 
graphics apart from being very 
varied were very well drawn and 
perfectiy animated and all the 
3D effects worked very well, As a 
shoot em up Glass is very addic- 
tive and playable, in fact | only 
have one main niggle and that is 
that you don't have sights for 
vour laser so you can only guess 
what vou are going to hit. | play- 
e way through, (it took 
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about four hours to complete) 
and the final screen was well 
worth it." 


Control keys: O/P left/'right, 2-M 
to fire | 
Joystick: Kempston and Sinclair 
Keyboard play: very fast 

Lise of colour: excellent 
Graphics: varied, large and fast, 


very good 
Sound: agreeable 
Skill levels: 1 
Lives: 3 


Screens: 3 main types 
General rating: graphically an 
excellent and very pleasing 
shoot em up. 


Use of computer 15% 
Graphics 92% 
Playability 82% 
Getting started 85% 
Addictive qualíties 80% 
Value for money 69% | 
82% 


Overall 
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WENDER 
BENDER 


Producer: Ranks High 
Memory required: 48K 
Retail price: E7.50 
Language: machine code 


This game was revigwed way 
back in issue 9 under the name 
Block Busters À rather sad story 
5 associated with it. Wher the 
author originally applied for a 
licence to use the name he rath- 
er got the impression that it was 
not needed, but the owners of 
the name must have changed 


their minds because they grant- | 


ed rights in it to an associate of 
the author who then was able to 
claim that only he had the right 
to use the title of the TV prog- 
ramme. Às a result, Ranks High 
changed the name to Wender 
Bender , which is -substantially 


the same as the author's original 
porno with à few differences, 
irstiy the blocks have been 


| changed from the flat honey- 


comb shape to a more accept- 
able “W shape. Another 
improvement incorporated into 
this release is the availability of 
additional question tapes — an 


extra one is already included | 


with the program itself and 
others are available for £2.50 
Most people are probably 
familiar with this sort of game. 
The main display shows a block 
of 25 Ws arranged 5 by 5. Each 
node has a letter in it and the 
questions are based around that 
letter. For example a player ask- 
ing for the block with letter R 
may get What R is a contest of 


ida |: answer 'Race'. Notallof | 
the og 


uestions are as easy as that, 
in fact the quiz is a good test not 
onty of general knowledge but 
of spelling as well since the ans- 


| wers must be spelt correctly 


when they are input. 

At the start ot the game you 
can select a two-plaver game or 
one player can pit wits with tha 





FRANKENSTEIN 


CRITICISM | 


& Frankenstein 2000 has rather 
nice colourful and smooth 
graphics. The program also has 
a neat sense of humour with 
frogs in the throat, cigs in the 
lungs and fried eggs in the stom- 
ach. This is a game to work out, 
damage is easily accumulated 
and not so quickly repaired, 
oxygen is also a precious com- 
modity. To do well you must 
move quickly and accurately, so 
expect the first few games to 
end in death pretty quickly. Icon 
have come up with a good game 





| here, enjoyed it. 


O Whaia strange game this is, a 
multi-platform arcade adven- 
ture (touch of) al! taking place 


mith a human body. There are | 


lots of different ideas within the 
game like Fedqno frogs in the 
throat and shooting oxvgen 
bubbies for more air. The sound 
could have been improved but 
it's alright. The graphics them- 
selves are very smooth with a lot 
of detail, Keyboard play is very 
responsive which is just as well, 


This game is worth a look as it | 


represents pretty good value.' 


O Ithought the route round the 
body was a litile strange, you 
start in the throat down to the 
lungs, stomach, intestines and 
then vou go back up the heart 
and finish up in the brain. While 


the graphics worked well | was a | 


little disappointed with the 
sound sim ply because there was 
so little of it, when you collide 
with'a nasty allyou hear isa min- 
ute ticking noise which is easily 
lost. Sound aside this game 
does require skilfull play, mostly 
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because of the limits imposed 
by the oxygen and damage 
levels, also it has quite a lot of 
variation from screen to screen. 


COMMENTS |. 


Control keys: O/A up/down, O/ 
P left/right, space to fire 
Joystick: Kempston 

Keyboard play: good response 
Use of colour: very good 
Graphics: fast and smooth 
Sound: pretty poor 

Skill levels: 1 

Lives: depends on damage and 
oxygen level 

Screens: 10 

General rating: a better than 
average game. 





Use ofcomputer 69% 
Graphics 


Playability 80% 
Getting started 78% 
Addictive qualíties 79% 
Value for money 715% 


Overall 
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computer. The cólour selected 
by a player dictates whether he 
or she tries to form a line of W's 
from top to bottom of the 
screen, or from left to right. For 
every correct answer yOU give 
the associated node turns into 
the colour of your side. Whoever 
answered the last question corr- 
ectiy will get first call on the 
next. Sinçe the object of the 


| game is to try and form a bridge 
of nodes between the two sides | 
one would normalhy pick letters | 


that are adjacent to each other 
but you could block your oppo- 
nent instead. The computer 
keeps a score for both players 
and allows a game for as many 
matches as you please. 


CRITICISM 


O The new layout of the main 
screen is in fact a great improve- 






ment over the old. lts much | 


clea rer and easierto read as well 
as being a good deal brighter. 


The addition of extra question | 
tapes makes a good deal of | 


sense since you could get bored 
ifyou had to cope with the same 
old ones doing the rounds time 
and time again, In essence the 
game is much the same to play 


| à5 Block Busters but it is much 


more refined. Quiz games have 
a strange sort of appeal and | 
think that for those who enjoy 
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them Wender Bender is prob- 
| ably the best general knowledge 


quiz game on the market, | am 
mildiy concerned that every 
now and then when a two-line 
question is printed the last few 
characters tend to drop off until 


can make some questions next 
to impossible but as | say that's 
pretty rare. All in al a well 
thought out and nicely produced 
game, well worth considering. 


Control keys: very simple 
Joystick: N/A 

Use of colour: neat and bright 
Graphics: much improved but 
still with Spectrum text 
Sound: lots of bleeps and a very 
sweet! tuna 

Skill levels: nine 

Lives: N/A 

Screens: N/A 

General rating: interesting and 
entertaining, well produced, 





Use of computer 71% 
Graphics 77% 
Playability 75% 
Getting started 17% 
Addictive qualíties 73% 
Value for money 75% 

78% 


Overall 
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Producer: Tynesoft Ltd. 
| Memory required: 48K 
Retail price: £9.95 
Language: machine code 


Not that CRASH readers get 
much opportunity to watch tele- 
| vision but you may have noticed 
à Television series called 'Super 
Gran”. tis based on the unlikely 
adventures of à turbo charged 
Grandmother. The story began 
when she was sitting in the 
house feeding something when 
she was accidently zapped by a 
special ray fired from the up- 
stairs room of a tenament block, 
The ray was in the care of one Mr 
Skunner Campbell, the bad guy 
of the game: Skunner in his turn 
had pinched it from Professor 
Black, the rays inventor 
Amypway enough of this, the fact 
i5 that the otherwise quiet and 
feeble Granny was instantly 
converted into a megabeing 
able to perform feats that make 
Daley Thompson look like our 
assistant editor. The game is 
based on the dear old lady's 





right wrongs where no Gran has 
Ft çã wrongs before. 

e game consists of five dif- 
Ft game-screens and you 
must survive each part to move 
“onto the next. First off, Gran flies 
“over Chisleton on her flycvycle, 
batting it out with an imposter 
Gran on a similar machine. 
Screen Two sees you equipped 
with an anti-gravity belt which, 
when activated, allows you to 
|driftup. Turnil offand down You 
| 90 again. You must stop cars 
running over the cats while at 
the same time dodging planes 
and balloons. Gran can move 
left or right, but only when hov- 
ering, the background serolling 
behind her. 

The third game uses a scrol- 
ling road. The Professor is trying 
| to get his new invention to the 

science exhibition and your task 
is to guide him there, avoiding 
the pot holes and kerbs as you 
speed along the winding way — 
Of course Skunner is making a 
nuisance of himself. Onto the 
fourth — here you must scale a 
ciiff to recover the invisibility 
machine left at the top, Moving 


—- weak ledges, nasty animals 
and the like. Mr Skunner has 
Perl to the massive expense Of 
ring a helicopter from which 
he drops bombs on vou, On top 
|“ ofall this the tide's coming inso 
“don't dally. H vou manage to get 
hold of the machine then its 
powers may help to defeat the 
mob on the next screens, all of 
which follow similar themes, 
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adventures, her attempts to put | 


from ledge to ledge, you find | 
yourself facing all sorts of perils | 


Supermess isn't looking too good for Gran. Trapped in an 
unattractivo blocky landscape, no wonder sho needs an anti- 


grav belt 


6 “And | hought the days oflow 
resolution graphics were dead! 
This game has managed to 
revive them for use in some of 
the screens. Super Gran is foll- 
owing the lines of the more 
feeble TW/film rip.offs, it will be 
the name lhat sells this game. 
Thank God the sound can be 
turned off it nearly drove me 


round the bend. The keyboard | 


response was less than brilliant 
especially when Add to fire. | 
had hoped to find Billy Connolly 
on the B side but no, what a 
shame, something like that is 
desperately needed to put some 
lite intothis expensive package. 


O “Well here we go with vet 


another TV spin or. “Super | 


Gran" isa progtamme that l am 


uniamiliar with so perhaps fam | 


unable to appreciate the game 
fully. While the various arcade 
games are challenging and the 
game is piavabie | found that ft 
was not addictive and | am not 
sure that knowing the TV p de 
ramme would have helped. 
the whole then a fairty ordinary 
ame and certainiy nothing to 
all over about. 


o | hate it. If you enjoy badly 
drawn and frustrating games 
then this 15 for you but | would 
rather forget | had ever seen it. 
What annoys me most of all is 
the price, | mean £9,95] What on 
earth do they think they are sell- 
ing here, TV air time? tis not just 
the price that makes the graph- 
ics seem so bad; while there are 
some acceptably well drawn 


CRITICISM 





images that manage to move 
smoothly, the backdrops aré 
ludicrous. Ive seen better 
graphics in $&nowball, The open- 
ing screen is typical, the fly- 
cycles are good except they are 
so huge there 15 virtually no 
room tor them to manoeuvre. | 
have found a way of making 
sure that you win the first 
screen. Position yourself in the 
centre of the sereen and fire 
rapidly left and right, that way 
das are certain to hit the targets 

efore they get onto the screen 
fully. Good playing tip ya, well | 
have a much better one: Don't 
bother." 


| Wes LER 


Control keys: O/P left/right, Q/A 







Based) as the celeron : 
efa ad rca 
Ei 
FEST Tem vision 
Fa peter esse 


up/down, Space to fire, also 


user definable 
Joystick: any 


Keyboard play: poor response 
Use of colour: boring and flat 
Graphics: in some cases very 


poor 
Edi awrful 
Skill levels: 1 
Lives: 4 
Screens: 8 


General rating; waste of money. 


Use of computer 
Graphics 
Playability 

Getting started 
Addictive qualíties 
Value for money 
Overall 
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BLACK HAWK 
Creative Sparks 


The time is in the future, the 
place is a group of heavily 
defended islands. You fly your 
Black Hawk aircraft and your 
mission is to seek and destroy 





























launching sites. The task is 
made all the harder by tanks, 
antiaircraft guns, helicopter 
unships plus many 
this that only appear ifyou get 
to a certain point in the game. 
Your aircraft has a computer 
attack system which features à 
two screen display — the 
defence screen and the attack 
screen. In the attack screen à 
small yellow U at the bottom 
indicates vertical position and a 
white cross sight may be moved 
over targets. When this sight 
goes red a missile is automatic- 
ally fired towards it to detonate 
the target. This can be used to 
destroy ground installations, 
tanks and flying targets. Ifa tank 
or a flying target or an enemy 
missile reach the base of the 
screen the computer automatic- 
ally switches to the defence 
screen. On this screen you can 
actually see your Black Hawk 
aircraft, which is at the base of 
the screen, and you must 
destroy the on-coming enemies 
with your cannon before they 
| get you. Success at this returns 
vou to the attack screen, 


MICRO OLYMPICS 


Database 


Micro Olympics is an adaptation 
of the well known arcade game, 
“Track and Field'. There are 11 
events to choose from, 5 run- 
ning events, which include 100, 
200, 400, 800 and 1500 metres, 3 
throwing events, javelin, discus 
and hammer and 3 jumping 
| events, long jump, high jump 
and pole vault. 

The . running - events are 
controlled in the usual manner, 
by wagglin 
right. In each running event you 
compete against the computer 


require three keys to be defined 
before starting. The computer 
goes first on ali the field events 
to show how it is done, you then 
take part to see if you can beat 
the computer and create a new 
word record. 


the enemy airfields and missile 


other | 





the joystick left to | 


and the clock. Most of the events | 





Atthe end ofamission you are 


given an Optimum Target 
rcentage Figure (OTPF), this is 
calculated by how many enemy 


installations you have sucçess- | 


fully destroyed. W this percent- 
age is high enough then you veill 
be given additional weaponry. 
This can also. be removed if on 
your next mission your percent- 
age isn't high enough. 


At the time Black Hawk was 
released it was a very good 


shoot em up but by today's 


standards it seems to be just 


above average. The graphics | 
arent | 


while they do their jo 
perfect but the sound is still 
regsonable. Glack Hawk is still 
quite addictive and as with most 
other shoot em ups it is instanthy 


| plavable but forme it just seems 


a bit dated, If you really like 
shoot em ups then it's worth 
buying, otherwise you might as 
nos Lstick to Moon Cresta. 





ROBIN CANDY and LLOYD MANGRAM patch 
up their grievances and work together to 






bring you this month's CRASHBACK on the 


highlights of issue 8 


GAMES REVIEWED 
Match Point Stage Coach — 


Black Hawk is still one ofthe best 
shoot! em ups around in my 
opinion. Okay, the graphics 
aren't the best in the word but 
the game [5 so addictive you 
dont mind. The biggest 
advantage Black Hawk has over 
many other games is that it'is 


more it doesn't wear off after a 
wie. The sound is quite good 
especially the tune at the end' of 
a bombing run. Overall still a 
good shoot em up which makes 
an enjoyable alternative to al 
those arcade adventures and 
pi rm games. 





Micro Olympics was the first 
good “Track and Field' game on 
the Spectrum, all the previous 
efforts seem to feature boring 
little stick men as the main 
characters. The graphics are 


uite poor but they do serve 
their purpose. Sound is also 
poor but colour is used quite 
well. The game has a few nice 
features, try releasing the 
hammer or discus at the wrong 


instantly plavable and what's | 





| (Rob) Most ofthe ratings should 
| go down by about 10 — 15%, 
except perhaps the use of| 


computer and playability which 
should go down by about 5%. 
This game hasn't survived the 
test of time at all well, Lthink that 
its graphics let it down the most, 
otherwise a reasonable shoot 
em up. 


(Lloyd) | disagree, only the 

raphics rating should go down 
E about 10% the rest can stay 
the same. It is still very enjoy- 
able and definitely worth 
buying. 








moment. If you like “Track and 
Field' games it is not really 
worth getting Micro Olympics 
Hc because itis very dated, 


When Micro Olympics was first 
released we hadn't been treated 
to the wonders of the track-and' 
field-destroy-your-keyboard 

type games before and this was 
quite novel. For its time it was a 
pretty decent geme the 
graphics were well above 
average and the animation was 
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quite good. |f Micro Olympics 
was released now | fear it would 
get a hostile reception from the 
revicwers because it looks very 
tacky when compared against 
today's cream of the games, 
although the colour is quite well 
| used This is certainly not 
a because it doesn't 

Ve a proper scoring system 
ttke Daley's Decathlon so there 
are no goals to aim for. The 
piayability isn'ttoo bad but the 


ame soon loses its appeal 


verail a pretty rumofthe-mill 
ri by today's standara's. 


(Rob) Most of the ratings should 
go down by about 10% or more 
except sb io the Getting 
Started and Use of Computer. 
Overall Micro Olympics is quite 
dated now but for its time it was 
very good. 


Lloyd) Em afraid | have to agree 
with Rob for once (is this the end 
| ofan era?) Micro Olympics is no 
longer worth forking out for. 


MATCH POINT 
Match Point is a 30 tennis 


simulation that can be af 
with one or two players. The 





the commentator's box, At the 
back of the court is the score- 
board showing all the relevant 
details about games,sets and 
matches. On the right hand side 
of the court is the umpire and on 
either side of the net are the ball 
S. 

Hhe game closely follows the 
rules of lawn tennis, a match 


sets and the winner winning two 
or three sets respectively. You 


have a two game lead to win a 
set. H both players win six 
games then a tie break comes 
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view of the green court is from | 


being played over three or five | 


must win at least 6 games and | 


into being automatically except 
in the final set when play cont- 
intes until one player has at 
lgast a two game lead. Scoring, 
Fl ends and service all 
follow 


e accepted rules of | 


lawn tennis. 

The game can be controlled 
by either keys or joysticks, the 
fire button being used to serve, 
to change racket swing and hit 
the ball, The height of the ball 
and its speed are determined by 
how the ball is hit and with what 
SWIM. 


Maich Point was incredibly 
advanced for its time, kt still out- 
shines many of today's sports 
simulations. The graphics and 


animation of the plavers and the | 


ball are superb, the only niggle 
being on first playing the game 
you tend to think there are two 
alis because of the shadow. 
There isn't much sound but you 
get so engrossed that you forget 
all about 1t. Quite a bit of skill is 
required to gain full control over 
your character but as with all 
games practice makes perfect. If 
you like sports simulations then 
ne is certainly worth buying. 





Match Point is THE tennis 
simulation for the Spectrum. 


Even by today's standards itisa | 


very good game. The graphics 
are excellent and put many 
recentiy released simulations to 
shame. !t takes a while to get 
used'to the way you contra! vour 
character but once you have 
Sussed it out it becomes quite 
casy. Addiciive qualities are 
quite hard to judge on sports 
simulations of this kind because 
you can play two player games 
which means that you can 
always have plenty of comp- 
etition but if your opponent is 
useless at the game then vou 





on board. | 
must crawi to the front and grab 
the reins. With this done you 
must steer through the desen | 
avoiding cacti and picking up the 
waiting passengers. If you fail'to 





| STAGE COACH 


Creative Sparks 


The driver of the San Pedro 
stage coach has been shot! The 


object of the game is to get the 
stage coach under control, 


collect the stranded passengers, 
steer a safe route through the 
treacherous Sierra Peligrosa 
mountains while collecting the 


gold, avoid the Comanche 


indians and finally arrive at the | 
small mining town of San Pedro 


The first stage, called the 
u 


uma. has you riding behind the 


n Pedro stage coach and you 
must ride up behind it and climb 
nce on the roof you 


pick up a passenger they will 


Jump up and down angrily or 





EVEN WOrse — vou may run óver 
them! 


Once enough passengers 
have been picked up the game 
moves on to the next stage, the 
aterra Peligrosa mountains. 
Here you steer through the 





can getbored ofit. Ofcourse you 
can play against the com Fr 
but it is only a matter of time 
before you can beat it on the 
harder levels of play. Match 
Point should go down as one of 


| the Spectrum classies, it is a pity 


that Psion don't relegse more 


(Rob) Looking at the rating now 


am têmpted to put the Use of 
Computer up about 5% 
because you can cater for most 
joysticks with user definable 

ys. | am also tempted to put 
the Overall up by about 2% 
because | think it is a great game 
that is well worth buying. 


(Lloyd) | wouldn't quarrel with 
the ratings at all. Match Point is 
simply a classic! 


| poor by today's standards but 


mountains without receiving 
too much damage. You must 
pick up the boxes of Gold or 
ammunition while avoiding the 
deadly rock slides. All these 
details can be seen on the map 
facility. 
- The last section is all on the 
indian plains, The indians go 
into a formation that hems you 
inwhile another indian attempts 
to climb onto the back of your 
coach to either kidnap one of 
Our passengers or yourself. 
our only defence is to climb 
onto the stage coach's roof and 
try to shoot the indians. 


Stage Coach never actually 
grabbed me when it was first 
relgased, looking at it now I'm 
not surprised. Thegraphics area 
bit small for my king though 
there is quite a bit of detail, Both 
colour and sound are used well 
but for me the game isn't addict- 
ive enough, Within a couple of 




























games it is póssible, on the 
ower levels, to get near to com- | 
pletion. Overall a pretty bad to 
da game today, 


Hmmmm, this is a bit of a tricky 
game to judge, the graphics are 


strangely enough it is quite | 
blayable and kept me amused | 
for a while. As with many games 
the idea may be good but the 
implementation sutfers, norm- | 
ally because the graphics aren't 
good enough. Of the three 
is the firstand fastare prob- 
abiy graphically the better and 
the more plavable of the three, 
the mountain stage lets the 
me down tremendousty. | 
ound the game quite playable 
for a while but |! don't think [ill 
loose any sleep over it To sum 
up; not exactly good but | have 
seen a fot worse, let's just say 
“average. 
LM 


(Rob) Most of the ratings except 
the Use of Computer and | 
Getting Started should go down 
y about 10% especially the 
Addictive Qualities, which 
should go down by about 15%, 


(Lloyd) | agree (this is getting to 
be a habitl), Stage Coach does 

me tedious after a while 
and isn't really worth buying un- 
ess you've played it before and 
know you like it. 
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Design Design Software, 
125 Smedley Road, Cheetham Hill, Manchester MB 7RS 
Trade enquiries:— 061 205 6603 


Price includes p&p 
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CHARLTONS 


MATCH 
FISHING 


Producer: Alligata 
Memory required: 48K 
Retail price: £6.95 
Language: mostly BASIC 
Author: Elliot Gay and 
David Thorpe 


This is a pretty unconventional 
game by any standards, the 
ptaver does not play against the 
computer but against fellow 
beings, the more the better, 

The program simulates à day 
out match fishing beside a very 
attractive lake. (Drawn by David 
Thorpe see issue 17). The game 
caters for up to eight fisher- 
persons all of whom must enter 
their names at the start. The 
computer will ask how for long 
vou want the match to last and 
You can select any period be- 
tween 1 and 90 minutes: The 
program next allocates each 
player a peg number and deser- 


bes in detail the conditions of | 
the bank and surrounding | 


waters. For example, the player 
who draws peg 7 is told that his 
section has two large trees adj- 
acent to him and the water, 
which 15 only between seven 
and twenty feet deep, has a lot of 
leaves and twigs on the surface. 
To a fisherperson | suppose that 
this would eoq the use of a 
luminôus hook and a torch but 
whatever tackle you decide on 
you must choose the most app- 
ropriate from the tackle section, 

ou are offered à choice of 
rods, floats, reels, lines, baits 
and hooks. At this stage you 


must specify the type of cast — | 


strong, medium or weak. When 


| all of the players have selected 
| what they assume to be the 
| most appropriate tackle we can 
| move onto the actual fishing. 


A page of instructions expl- 
ains that all of the contestants 
must gather round the com- 
puter. They will be shown a 
picture of the lake with the eight 
pegs around it. When a player's 


peg flashes it means that a fish | 
has taken the bait and the player | 


whose peg itis must dash to the 
computer and press the approp- 
rate number to strike. The pie- 
ture changes to show a little 
chap sitting on the bank with a 
fish moving towards the line, 
when it reaches it vou press 
SPACE and hope that the tackle 
you selected is upto the fish you 
are trying to catch. At any stage 
during the wait you can ask to 
se» your peg description and 
change tackle if required, 

At the end of the time period 
the results are displayed. Each 
players name is printed to the 
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screen inan order dependent on 


the total weight of fish caught, | 


Displaying the total weight of 


fish caught neatly avoids those 
traditional, arms outstretched 
arguments about the ones that 
got away. 


CRITICISM 





O Fishing has got to be one of 


| the most difficultsports to simu- 


late and | think this program 
manages to capture the tactical 
and. technical aspects rather 
well. The view of the pool is sup- 
erb and it's quite fun justto sit in 
front of it and relax. The graph- 
1es of the fisherman on the river 
bank are (forgive me) another 


ketile of fish — a little on the | 


simple side but they are colour- 
ful and effective enough. The 
blurb that came with the game 
stressed the importance of a 
group of players rather than just 
one or two, On the whole. an 
interesting and well designed 
program. 


O “The game manages to be 
quite realistic. You are told the 


conditions of your peg including | 


details of waler speed and light 
and if there any wesds about 
Fere fam interested in fishing | 
do notconsider myself an expert 
but the game certainly seemed 
to pose the sont of problems that 
any match fisherman would 
have to face. interesting for 
anglers. 
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Lives: N/A 

| Screens: 2 effectively 
General rating: an interesting 
game with probably limited 
appeal for those who prefer 
making a lotofnoise on the river 
bank. Ratings from a fisher- 
person's viewpoint. 


SILLY WARNING 

Please don'ttake Your Spectrum 
near the water's edge, it could 
prove harmful and may be 
dangerous. 





COMMENTS 


Control! keys: to Band space sd joud 

ovstick: N. | Cs | 

Keyboard play: N/A Playability 60% 

Graphics: superpviomotthe | Getting started 70% 

Es: Ly A | - EST lar 

lake. other indifferent Addictive qualíties 60% 

Sound: very little Value for money | 65% | 
Overall 74% 


Skill levels: 1 






“HOW THE RATINGS WORK 


OVERALL PERCENTAGE is 
now a separate and distinct 
rating. ALL ratings are an 
average of three reviewers' 
opintons. 

Under 30% — a waste of time 

140% — generally poor bu 


E ço é 


“— reasonabie average it 
Feras E 


































o 660% — above average to good 
agame 8170% — good on MOS* COUNES, 
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Espe ntçio tera dat at | 


olherc around | he em bassy. ? 
“ Theysteal: secrets and plant 


Es aid against each 


Available from software dealers essiinihaio or directfrom 
Competition House, Farndon Road, Morket Harborougn, Leicester LE 16 9INK 
95 inc. P&P 


Aeccess/Barclaycard telephone: 0858 3456/ 
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R ed Arro ws  - 
Its themost exciting flight simulator ever engineers, mathematicians - and the Red Arrow 
written for a home computer - the product of pilots themselves. 
any months of dedicated work by some of Every ounce of power contained in the micro, 


ai tain's top programmers, enthusiastically 
 aided by anvá talents of aircraft designers, 
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Be a VIP. visitor 
with the Red Arrows! 


Everyone who buys a Red Arrous computer 


dif É 






































e program will be invited to enter an exciting 
competition. The winners will be given a VIP visit to 
| the Red Arrows base at RAF Scampton, the wartime 
home of the Dambusters. Your visit will include two 
nights accommodation at a luxury hotel. And while ECA No SS AE PPS Tg AO MET TIS e om 4 
vou are at Scampton you will be invited to sit at E ] 
the controls of a Hawk. | “On or ni in front of vou are all the | j 
truments you need — plus a screen giving vou 
Ea PN pi | n external view of the complete formation you a 
, are Ayina. Slip out of line for a second and the +» Er 
| Now on sale at: eagle-eved css ger ti am the radio = 
ordering vou ba o position. 
BOOTS CoOoMET ca Dixons The program comes with a detailed Fight 
Greene: F nais | JEldE handbook that will soon give vou the confidence. 
to take YOUR place alongside the ace pilots of | 
| the Red Arrows, eva E pone viene Acto zo 
before! 
| Tape 5/Disc  39"Disc 34Disc 
| , (8.95) (E11.95) (E12.96) 1Ê12.95) This is just one of the 
Peba RARE Eotaos É pm NA tn intrcate MmanteuUres LaCREI 
Le: OR E a Na will be able to carry out = 
AE AL OCT Ea Ni A ! E [ = ] 
k ab 7 NZA N/A E Ro Pi | 
Spectrum caes E N/A NA E 
À | mish to pay by: 
| O Actess/Mastercard/Eurocard No. 
À ig AMP SU SD SAE GD 
O. Barclaycardívisa No, 
| RR PR E A PO SP RO E O E US DD E E, 


O Cheque'PO made payable to |Database Publications Ltd, 


| Name 


Address 








Send to: Database Softwara, FREEPOST, e Housa, 
&8 Chester Road, Hazel Grove, Stockport SK7 GNY. 


iNostamp needed If posted in UK: Please pilove es o for delivery 





| aigned : E 


rOuU cAN ALSO 
ORDER EY PHONE: 
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BLUE MAX (US Gold) World 

War | German flying aces 
were awarded the Blue Max 

| for skill and bravery. In this | 
SD flying game you must 
take off and fly a mission | 
against enemy aircraft, tanks 
and  anti-aircraft guns, 
straffing or bombing vital 
targets, and return safely to 

| base for refuelling and an- 
other mission. Aerial excite- 

ment for everyone! 
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Subscribe to 
CRASH 


and you can choose 
anv WO 






EE mw 





of the games 
on this page! 


| 
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, you: RE Es Yes, | want to subscribe to CRASH for 12 issues and receive 
dest q fire 20º! two of the games shown on this page free. 





pts Name EUR oa bao laio dO DR DR SS CR o e DR mr SS O o TS DI A SIDE e... s 
BU a CT A ST Op E 
PARCOS sia asa a e Rs TE E 96] TO 
The games | would like are (circle TWO): 


Match Day Street Hawk  Roland's Rat Race 


Zaxxon Blue Max Flak 


| enclose a cheque/postal order for E14.50 made payable to 
CRASH 

Please note that Roland's Rat Race and Street Hawk are not 
released at the time of writing, so if you choose either of these 
games there may be a short delay before delivery. 


CRASH MAGAZINE, PO BOX 170, 
LUDLOW, SHROPSHIRE SY8 1DB 











in an exclusive 
CRASH competition 


MASTERTRONIC's mew 
release ACTION BIKER 
features the star of KP's 
Skips bags, the man him- 
self, Clumsy Colin in an 
arcade adventure game 
which has you driving 
round town looking for a 
friend to give him a lift to 
the spaceport. 

Along the route Colin 
meets a whole series of 
hazards, including oil 
slicks, other road users 
and police cars. To help 
sustain him on his travels 
from house to house in 
the town, he can always 
gobble up a few Skips.... 
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- SKIP YOURWAY TO. 
WITH KP AND. 












| COLOUR VIEWING as 
| MASTERTRONIC 
| 



































There are 150 houses in 
town, fifty of which con- 
tain items that will help 
Colin in his quest to find 
his chum ... and he can't 
enter some of the houses 
because there's no-one 
in. The race is on.... 

 MASTERTRONIC and 
KP Skips have teamed up 
with CRASH to offer a 
super competition to 
commemorate  Colin's 
arrival on the era 
e screen, and a lu 
E CRASH reader will win a 
1 14 inch portable colour 
| telly as a result. Ten 
whole cases of KP Skips 
are also on offer to 
runners up. 
To enter, you'll need to 
invest in a copy of the 
$ game, clip out the official 
entry coupon from this 
= issue of CRASH and draw 
E” Ma a map of the game. Send 
ae your cartographical 
Ma masterpiece off to 
— AS 7” MASTERTRONIC at PARK 

Ea EF”  LORNE, 111 PARK ROAD, 
E” LONDON NW8 7JC to 
ra | arrive 4 30th 
| September. No doubt the 
winner will acquire fame 
as well as a nifty colour 
—  telly, “cos we might just 
à. print his or her picture in 
| the news pages too! 


ma 
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LM, 

SRASH PosTBAG, 
P.O. EOxW IO, 
ALUDLOU, | 
SH ROTSHIRE, 


É DB. 





a 


A nd H you're not — hang on a mo. My 
itor pesei esglita e. portanto de 
rising enormously, up from approximate buyers befo 
Christmas to almost 85,000 last month [which doesn'ttake Ebadedo 
of all Sn E io pirate readers)! SO, just to fill you in, this is the CRASH 
edited and generally ruled by one LLOYD 
RAM (ti (that's mar: I am traditionally underworked and 
overpai- no, no that's not right, it's the other way round. Anyway, 
the point is that every pick out one letter of unusual merit | 
(that doesn't mean it's the first off the pile either, it's the one that || 
sticks out most after they ve all been typed in on my ageing 1922 | 
Hermes typewriter), and this writer is awarded £12 worth of soft- 
ware of their choice. Got it? 

The main aos oy te this month fall into three broad categ- 
ories, more Reiies voy the ananadi o Monk Roberto slly feitor | | 
saving that Commodore 645 are better than Spectrums. Most are | B 
unprintable, and anyway, the subject is rather boring; more argu- | Bo 
ments for and a st Allen 8 being e Ki ht Lore; andevenmore || 
on the subj Ghostbusters an ness or lack ofit. | “ano 

The BOX" has done rather well, as you will soon see, and the 
heading on these pages is an example — thank you Richard Edd E: 
(it's just this once though, Oli gets ann -M you're a dab 
with the pen, send your entries to BUG X at the address to be 
eee pd oito ld | must tell you that pencil work does 

not reproduce as well as pen, so you are warned. 

“Finally, before getting on with it, thank you Mark 'Scotty' Scott of 
Mareham-le-Fen, Near Boston, Lines for the Christmas card — 
ofthe season.” dotiO ea is there — and yes, it is the first 

season 
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SAVE MY ARTA 

ILEVEL 
Dear Crashites, 
Hi thanks for agreatmag, it's 

lv hoopy! lhave my th form 
A level art assesment coming up 
| soon and iam in desperate needo 
ofsome artwork that has some 
| standing, done off my ownDa ck. 
So have encloseda newtitle | 
graphic for the letter page, and It 
would make my existençe so 
much nicer if you would publish 
tinstead ofOli Frey's usual title. 
E Anyway, grovel, grovel, pleao, 
E niead, 24 acne tablets and a 
spiky hairdo to support! Hoping 
vouwilinot ruin my future life by 
not printing the title and so ge! 
ting chucked of my art course. 


lts your faultthat| havenm! dona 


enough work, telling me all the 
great games | have to cop- é! 
buy. then | have to spend aíl 
night to play the game and so 

À get no art done. So it's all your 
| RETA 

Richard Eddy (16), Helston, 
Cornwaill. 


Okay. Richard Eddy 
Your Art (up at the top of the 


noneedio biame me, after 


ER 
= caia ju Req E pI pr PRE 
Gil vou Fe moi far away from ns 


Ives and all that arty influence 


LM 


MORE 
ELECTRO-BOP 


Dear Lloyd, 

| could onte gape with horror on 
reading J. Kimmons” letter en- 
titled 'Bop as you Zap”. Despite 
his apologies concerning the 
extreme heavy metal content,| 
felt compelled to write my own 
'Funkers' Version'.... 

1. WILD WEST HERO 

Space Cowboy by the Jonzun 
Crew 

2. D.T. DECATHLON 

ger e by The SOS Band 
3. ALIEN 8 


Light Years Away by Warp 9 
4 FREEZ'BEES 
Let's Break the lce by Break 


Machine 
5. SKOOL DAZE 





Kids' Rap by The Rapoligists 
5, ATIC ATAC 


Release Yourself by Aleem | work on a game together, lf 
7. TRASHMAN anyone is interested (male or 
Down on the Street by Shakatak female) please write to: 

8. BOULDER DASH Grahame Robertson, 56 


King of Rock by Run D.M.C. 

g. KNIGHT LORE 

Freaks Come out by Night by 

| Whodini 

10. CYCLONE 

Let it all Blow by The Dazz Band. 


may be a more suitable title 
popping beats bopping any 


Pokes, and you new column 
Merely Mangram seems both 
concise and informative — keep 


| The Lion Sleeps Tonight by 


Rat Rapping by Roland Rat 


SMBULD À GUN TME 
2 OF SOTIMPRE 




































































This way we could swap prog: 
ramming ideas and perhaps 


Pierson Road, Dunfermiline, Fife 
KY711 4UU. 

My interests are: Blake's 7, 
Frankie Goes to Hollywood, 
Playing computer games, Try- ; 
ing to write my own routines, RA ii dd le 
and of course reading CRASH!. | ES siS asao, 

arahame AS E SALES IA pio need No 
escotte-donhe PAIN atim 


think that 'Pop as you Zap' 


ans for a great mag. | Blake's 7! think the Ghost- viga Of yo rerror andyour 
rticularly like Jetmanandthe | busters one isa cop out, and slightly scnthina: Br TAB) 


laastyou cân do ds to paintihis | 
letter to amimend matters. | 
Thank you. 

| Red 


shouldn't Sabre Wulf have got 
pungry Like the Wolf? ? 


up the good work. 
Stephen Middlemiss, Purley, 
Surrey 


AND EVEN MORE 
ELECTRO BOP 


PIROMANIA 

Burn This Placeto the Ground by 

Venom 

LUNAR JETMAN 

Moonshine by Venom 

POLE POSITION 

Power Drive by Venom 
y by Robin George 

KNIGHT LORE 

Howling at the Moon by 

Ramones 


PUNCHY 

Punch and Judy by Marilhon 

ANDROID 2 

| The Body Electric by Rush 
PY JAMARAMA 


EVEN MORE pio la he br their tape 
ELECTRO BOP | 


Dear CRASH 


'Bop as you Zap'... 

LAZY JÓNES 

Relax by Frankie G TH 

RAID OVER MOSCOW 

Two Tribes by FGTH 
FARENHEIT 3000 

The Heat |s On by Glen Frey ino 
relation) 

PACMAN 

Hungry Like the Wolf by Duran 
Duran 


SOB STORY 


Dear Lloyd, 

Edo not know why | keep on 
getting your magazine because 
my computer is broken. | think | 





LUNAR JETMAN only get it because it is the best 
Clouds Across the Moon by The | So idea EE SOUTO magazine | have ever read. More 
RHah Band DT'S DECATHLO Jetman and more posters 
BOOTY please and thank you Firebird 


Run di Era Stade 
Culann (Wo MeLaughlin 
(13), Amagh, Co Tyrone 


Culann also asks why we 
haven't reviewed Poltergeist or 
Swords & Sorcery by PSS. The 
reason's simple enough, they 
haven'tbeen released yet 
because PSS ran into program- 
ming trouble that has taken an 
age to sort out. Anyway, enough 
bopping, poppingand zapping 
for the moment. The dreadful 
author of this craze, a certaintor . 
| isthatcretin?) Jeremy Kimmons 
o written again... .. 


and Ultimate for such brilliant 
games. 

hristopher Mitchell, Ballyclare, 
Antrim 


We Are Sailing by Rod Stewart 

GHOSTBUS 

Ghostbusters by Ray Parker 

Junior (what else!) 

SABRE WULF | 
Sorry to hear about the sick 

E Fit Spectrum, Christopher, hope 

DICTATOR peu can get it fixed soon. 

Everybody Wants to Rule the 

World by Tears for Fears 

JASPER 





The other point of my letter is 
to ask for a pen-pal — not an 
ordinary PAPER AND PEN PAL 
but someone who is prepared to 
write their letters on computer! 










for mM DRADONTORE 
OF AVALDN AND 
|TINDERS, MEEPERS 










NERE COMES THE 





, POSTMAN LIT MO TM SENDING 
EXPLOSIVE NEW FoR A CRASH 
COMPUTER MAG... T-SHRT.. 











OF COURSE j 
| MEO THEY SAY 
FEXPLOSIVE THEY 


REAUY MEAD BRIGHT, | 
 COLOUORFUL y ATTRAC- 










Ari here's a charming little cartoon story from DAVID 
MUSGRA 


VE, West Ewell, Surrey... 


[IT'S CRASHED 


AGAIN 


Dear Lloyd, 
Hello, it's me again! (You do 
remember me, don“ É asondA 
[Groan — who could forget? 'm 
afraid I've got a bit of a gripe to 
make, but only slightly at 
CRASH, so chinup, what? 
The subject of this complaint 


“isthe game Wriggler by Randy 


Robot, and your review ofit. The 
problem is that you neglected to 
mention what a pig it is to load. 
I've gone through two copies of 
the tape, sat there for | don't 
know how long, and got the 
ame to loada grand total oftwo 
times. Now before you start 
going on about cleaning heads, 
lah, blah, blah, white spirit 
drone, drone, drone, once a 
week waffle, wafile, let me say 
that the tape deck | am using has 
never given problems before, It 


loads every tape in the collection 
| name, or is it a speech defect? 


firsttime across a wide range of 
volume settings. The problem 
seems to be that some wally at 
Amorous Android had the bright 
idea of getting itto load back- 
wards, às you can see when the 


title page loads (or tries to). First 


the attributes come up from 
bottom right to top left, followed 
by the pixel data, again from 
bottom right to top left. Hf that 
lgaves you confused, then that 
makes three of us — you, me 
and my Spectrum. Whoever it 
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was had this brainwave really 
oughtto be shot. So please, next 
time a game is reviewed, please 
make sure to mention If you 
have problems loading ft. 

By the way Lloyd, you really 
should leam to add up. In your 
Creply to the poem last month 


(16), you said you couldn't give 


Alien 8 and Finders Keepers 
because you could only give 
away £12 worth of software. 


| Well think you'll find that E9.95 


and £1.98 only come to E11.94. 
Still, it's all right, Lloyd, we 
understand. 

When is terminal Man coming 
back? Do you need any more 
Pt Will] ei dad IS 5 

ver Frey so good? Why is 
Angus Ryall so funny? Has he 
been sued yet? How did Miles 
Auckland do Bugaboo in 9 
seconds? How Come Tower of 
despair and Twin Kingdom 
Valley were both at No 9 last 
month? Why does Robin Candy 
look like Zola Budd? Is that his 


All this and more will be 
completely ignored in the next 
ISSUB OF... SH! 

Jeremy Kimmons, Croydon, 
Surrey 


The versions we got of Wriggler 
were not turbo loaders, so they 
loaded fine for us blah, blah, 
drone, wafile, waffle. What do 
you expect — poetry, talent and 
maths all at the same time! The 
answers to vyOUr MOFe SEHOUS 






WEU, ue 
OcTOPUS vas 
CETTING ONE 
with E ARM 
HOES... 


points are: Don't know; no; 


| definitely not; he tries hard; he 


tries too hard; no, but nat for 


| Want of trying hard; that's what 


we're all asking ourselves; 
haven'tvou heard ofequal 
placing?; they're one and the 
same; is your surame a 
misspelling ? 

LM 


FISHY 
EXCLUSIVES 


| Dear CRASH, 


What about these exclusives' 
that popup m ndagain!lam E 
referring to Leath star 


Interceptor. Computer & Video 


Games proclaimed it as an 
exclusive review, but vou did as | 
well. |5 there some fishy 


business going on, or what! 
| lan Nash, Winvates East, 


Redditch 


Sr PREF 


jaliie to ger 


1s hotte | n iets 


| | 
pol 


| SOME UNSECFruUDUIDU! 


pespie get away Wi 
qt over the pl 





LM 




























EN» ABY'SS : ADVENTURE QUEST - AGENT USA - AIR TRAFFIC CONTROL AMERICAN FOOTBALL + ANT ATIAGI * ALUTOMAÂNIA - AVALON -AVIATOR - BATTLEÇARS - BE 
1) BLAGGER - BLOCKEBUSTERS - BLUE MAX * BOILER HOUSE * BOULDER DASH - BRAINSTORM * BRAXA BLUFF- BRUCE LEE - BYTE - CAMELOT - CASTLE OF TERR 
IDENAME MAT - DALEY THOMPSON'S DECATHLON: DETECTIVE- DIGGER DAM - POOMDARE'S REVENGE - DRAGON FIRE» DRELBS + DUNGEON ADVENTURE - EDIME 
MPCHALLENGE - ELITE - EUREKA FIGHTER PILOT - FIREQUEST - FLAR - FODTBALL MANAGER - GHOSTBUSTERS - GIFT FROM THE G0DS- GOLD RUSH: GRAND PRIX DER 
AELER + HIGH NOON * HOT DOT SPOTTER : HULK - IMPOSSIBLE MISSION + INTERDIC POR PILOT JACK & THE BEANSTALK - JASPER - JET SET WILLY - JETPAC. + JINN GE 
IHTLORE- KOKO TONI WILE - LEGIONNAIRE - LEMMING 3YIN DROME - LORDS OE MIDNIGHT - MANIC MINER  MASTERMIND MATE DAY MATCH POINT - MOLAR M 
a PATROL - MR ROBOT -MS PAC MAN - MUGSY - MUSIC MACHINE - MUTANT MONTY = MYCHESS Hº NATO COMMANDER + NOMAL OF TIME - OLYMPICS 14 - ORI 
TER PAN “PIPE LINE “ PLOP- POGO * POLE POSITION + POSITRON * PYIAMARAMA ' QUANGO - QUIZMASTER - RAID OVER MOSCONW - RATTLER - REIXOOATS * RETUI 
HN “RIVER RAID - ROBBER- ROBOTRON 284º ROLAND GOES DIGGING SABRE WULF + SAGA OF ERIC THE VIKING - SCRABBLE - SCUBRE RDIVE- SHEER PANIC - SHERLO 
IP OF THE LINE + SHOOT THE RAPIDS - SEO OL DAZE- SKULL - SMUGGLER - SNOOKER ' SNOW BALL - SOFTWARE STAR - SON OF BLAGGER - SPACE SHUTTLE - SPELLDO 
BEGE SPIDERMAN SPHRIT OF THE STONES  SPITFIRE ACE - SPY HUNTER - STAFF OF KARNATH - STAR TRADER - STAR TREK ADVENTURE - STAR WARRIOR STELLA 
EVE DAVIES SNOOKER STOP THE EXPRESS + STRIP POKER -SUICIDE EXPRESS - SULTAN'S MAZE * SWAC TALES OF THE ARABIAN NIGHTS -TECHNICIAN TED TEST MATE 
FEMACTIKO PLAGUE - THE GREAT SPACE RACE + THE THINKER - TIR NA NOG - TRANSYLYANIAN TOWER + UGH!  VIZAMNRITE td - WANTED MONTY MOLE -WEAT] 
STER + WHITE LIGHTNING - WILD WONDS - WIZARD OF WOR - XAVIOR - ZAGA MISSION - ZARM - ZARNON * ZEN|- ZODIAC MASTER + LOOM PASCAL DORK II: Zi 


When you are looking for the best games in town look no 
further than Software City. 

Even if you are just browsing we'll be happy to show you 
the selection of great games we have to offer. 

| We stock software for Spectrum, Commodore 64, Atari, 
| BBC Electron, Amstrad, MSX, Apple and IBM machines, 
or we will order if you cannot find the program on the 


shelf. 


a a eee 





| À 
| THE UK'S NO.1 SOFTWARE DEALER LIMITED 

| 382 Kings Road Chelsea SW3 01 352 9220 

| 14 Thames Street Kingston-on-Thames Surrey 01 541 4911 


| 47 Cheap Street Newbury Berkshire 0635 31696 






REDUNDANT 
COMPUTER 


Dear Lloyd, 

Hhought you might be 

interested in the enclosed advert 
from the Portsmouth News, t 
seems to sum up whata lot of 
Spectrum owners think about 
the CBMBS! 

Peter Chessman, Waterlooville, 
Hants 


| treaily shouldn't, Peter, but it did 
| make everyone in the office 
pr cd so here's the clipping... 


U 
11 ” ruido 
sue 
e Per 


ON THE AIR 
Dear Lloyd, 


ao) (é | 
Ê aos dr rt nt 





lt's been a long time since | last 
wrote to you — you might 
remember, in issue 2 | was 
asking about keyboards and 
Tvs, and in issue 4d about loading 
screens, and also in that letter | 
| was the first person to suggest 
CRASH Binders why didn't i get 
a free one because of this)? 
Anyway, since then I've shot 
to fame (well onhy in london). 
You probably know about 
London's Independent Radio 
Station, Capital Radio. Well on 
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Capital, for the past 3 years 


| there's been a Ear Egipto 


programme called XY2. readers 
in Manchester might recognise 
the presenter — Kelly Temple, 
as he used to work for Radio 
Halem. On XY2 lused to do the 


- Computer part ofthe proa- 


ramme where i revi the 


| à | latest games and compiled and 
| read the computer news. Sadly 
kl XY2 isn't on the air any more, 


but there will be a new 
gramme very soon! 

Since my last letter I've 
bought a Currah Microspeech 
unit which | have no complaints 
about. When Em using the unit 


à | linesappear on thescreen which 


Icanitget rid of. Please tell me if 
tis possible to get rid of them, 
and wfry is it that some games 
will not work with the unit 
connected? 

Before | go, is there any 
interface available that will 
allow me to connect my Casio 
Mt-40 Electronic organ to the 
Spectrum? 


Karl Flaschke, Wembly, Middx 


Hailo Karl, indeed, | remember 


e you well, Those were the food 
f 


old days when we were a 
crammed into one tiny office 
and before the likes of 
Candyman and Beano Kidd 
arrived to steal my 1922 Hermes 
typewriter. Umaiso very fa cm iliar 
with Capital (in fact CRASH 
adverised for a short while on 
Cap-it-al) and although Radio 1 
is a suitable substitute, it isn't 
quite the same — something 
you miss after moving to the 
wilds-of Shropshire. Let me 
know when the next series of 
AY2 starts! 

The Currah Microspeech unit 
does cause some picture inter- 

rence when in use, although it 
shouldr't be too serious. ft's 
important that the TV be very 
finely tuned'to the Spectrum and 
that you have then fine-tuned 
the unit itself using the tuner 
knob. If that doesn't cure the 
ines, | suggest you get in touch 
with Welwyn Electronics, the 
current manufaciurers. As to 
your electronic organ, m not 
familiar with this particular 
keyboard, but the Tech niche 
people tell me that as long as it 
has the standard Midi ports out, 
vou should be able to connect 
up via Midi interface to pour 

pectrum, tn fact Tech Niche wil! 

be looking at music interfaces in 
a forthcoming issue, probably 


pr a 










































lhave to tell you that this é 
tation ofmy fair self is 
see Plata o sm É 
;n't look as though he knows 
heavy metal from a smoothing 
iram — ures from PAUL 
ATN ON of Crosby, Liverpool 






| CoD 
MAN REI fgove 
ROLA) 


frei ; 


e 












Simple and fast Compatible welth all Atar-trpe 
programming: Plug the six poysticks inchuding Quickshot 
function connector into the 4 tvithout rapid fire action). 
a E Mutante: Spectrum ker 
DISGUS TED & AP tvi EU Ed DO | positions- Ready Interface operatés joystick 
| pai po e TS = UMj i | : - tok 
INFURIATED | DON susoorisioysticio vitro lg di 
LAG E; far, eis) independent fire acthona: add-ons including 
Dear CRASH (Lloyd), | + RREO | Photon since ar microdrives. 
[am DISGUSTED, INFURIATED À Eseiiigaoadi ig £19.95 
and generally very, very angry at ca | | Select pe eyumos 
the amount of faulty software in Extonsion portforcombined we. VATand PAP fuen wiam TA aos 
use of peripherals, already loaded, 


shops these days. Surely 
software companies should 
check their games for faults, 
after all, we pay a lot of money 
for new games. 

Whittlesford, Cambridge 

PS. | recently sent Robin Candy 
instructions on how to finish 


EM COMCON TWIN £22.95 
JOYSTICK INTERFACE incl. VAT and PRP 
Two portversion altows connection of tuo joysticka tor 
sequential nwo player games using same key positions 
Inon- independent 


Brian Bloodaxe stage 1, and how QUICKSHOT 2+2 
to get all 4 parts of the Seal in JOYSTICK £ 13.95 
modified to Incorporate INCIVA andrea 


Tir Na Nog. 

las so angry when in the 
May issue of your fab magazine! | 
saw exactly the same info on 


Z independent fire achons 
andno rapid fire option 





both of the games by different FLIGHT HOTS | - 
people. Do Rosé two people gi ig REA £1 0.50 
ay exist or are you making ETA = a rena dani Rica delicia prt. VAT and PRP 
the names up? na or | gr | TELL ME Dealer Enquiries with tro independent fire a 

because vou couldn't think of a [ | | e | 

place to situate the imaginary ISSUES Welcome: Phone CURRAH USPEECH UNIT £21.95 
character of S. Coulthrust. Dear CRASH Ludiow (0584) 4894  fitsinto COMCON extension siot incl. VAT and P&P 
my dear Matihew, calm dowm, | PRA | ALSO AVAILABLE FROM SELECTED RETAIL OUTLETS 

or you'll bust a phone or a ar a ds dita hei oca Send to: 


something. Beligve me, none of | aaa aaa Ts ri a | - 
us has the time to invemt coule you telime the umbers | asess FREL TO 1 Hockevs Mill, Temeside, 
imaginary letter writers of any dad ia that | could | Jo a Ludiow, Shropshire SY8 1PD 
sort! Robin receives an enor- aa ot for them. They are Ant : | ias Ê 
mous bag of mail every day, out Attack, AME AE, Gift from the Mr./Mes./ Miss: 
ofwbich you could probably + OxHs, IM, pooiy an ae ceu | 
pick ten letters saving much the started a map or Gm from É he | Address: 
same thing. Of course, ifno one Gods, but every lime you reload 
| wrote, we wouldn't get the a game, the map changes. 
information, but it is impossible DR Snook, Benfleet, Essex 
to credit everyone with every- 
thing you know, E ouitioruse És 
might have forgotten to put his 
full address on (or Robin might 
| havelost it), it does happen. 
Besides, to complete the 








Postoode: 





In fact the only map we nave 
printed of the above games |5 
Átic Atac mhich you can find in 
issues 6 and ? [duly and Augusl 
gdl as itwas in two parts. !t was | 
imaginary person would bevery | ly after that time thal maps 
easy — you've only to think oFá seemeo to become more 
town and a country and there important. 
are thousands to pick from. E 
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Dear CRASH, 

Lam writing this letter to warn 
vou of the terrible danger you 
are risking. ErfiAio look at my 
May issue of CRASH | feel you 
could be losing a lot of readers 
just due to certain aspects of 
your magazine. | would 
therefore like to offer some 
constructive criticism of your 
magazine. 

“4. The disgusting picture on 
the SIGNPOST pages. This is 
just violence for the sake of 
| violence and does not add 
anything to your excellent 
| magazine, | suggest a picture of 
the-many other aspects of 
| adventure that are not so 
| hornfic. The govermmenttries to 
pros children from seeing 

iims that may deeply affect 
them mentally and yet they can 
pick up your magazine and look 
at pictures of carnage and 
gratuitóus violence. STOP IT. 

Z.The price of CRASH has 
risen from 75p to 95p in a very 
shorttime. As CRASH is sold out 
in every shop inmy area 2 days 
after it has been released, | will 
pronava be right in assuming a 

ig profit is made as this is why 
vou print your mag. Why do you 
not cut out some-unnecessary 
extras in your mag such as 
Robin Candy and be the first 
computer magazine to cut its 
price? 

3. More gore! Your HALL OF 
SLIME with its heads in various 

oses of degradation is just not 

nny, more embarassing. 

lhoópe you can take heed of 
na pb de I'm sure your 

rillmag willhave a ve 
ida life. di 
Jeremy Connor, Wallsend, Tyne 
& Wear 


| Sorry, but this is going to be à bit 


tong! Answering the points as 
they come; Ia number of 
things come to mind, one being 


| the continual anquments over 


the violence of FV series like Dr 
Who — all very inconclusive. 
Another is that fremember, as à 
child, looking at numerous 
comics and Boys Papers' that 
freguentiy contained “horrific” 
drawings, and while they 


which is a lot ofthe point. | don't 
know wiat other aspects of 
adventure games vou are 
referring to, but | can t see many 
CRASH readers being thrilled by 
seeing romantic pictures of 
Princesses safely rescued, 
besides which, most adventure 
games themselves rely on the 
thrill of sudden death — 
avording it 's the excitement. 
2) You say the price has risen 
ina very short time, yet looking 
back, issues 1 to 7 were at /5p, 
issues ô to 15 were 85p 
texcluding the Christmas 
Specia!l, so in effect CRASH has 
gone up 20p in TEmonths — . 
almost a year and a half ff you 
took at similar titles, you will ser 
thatthey have done just the 
same ifnot more so. What you 
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TERRIBLE DANGER | 


Frightened me, they also thrilled, | 





are failing to see in your 
“assumption' is that the more 
copies that sei, the more we 
haveto print, so thecost of print- 
ing rises as well In fact, as “im 
sure ve said before, no mag- 
azine makes any profit 
whatsoever from selling 
magazines since the money 
returned from distributing them 
onty covers the cost of printing 
— there's still the production 
costs and salaries to pay as well 
as office overheads, only with 


| the addition of advertisin 
| revenve is any profitmade. Asa | 


matter of fact, the directors and 
original founders of CRASH 
barely received any real salaries 
for the first year of its existence 
— there is some truth behind the 
jokes after all. Às for cutting 
Hobin Candy, mel! | expect lots 
ofreaders will have things to say 
on that subject, and if you do 
your maths, you will realise that 
the saving made on cutting him 
would lessen the costof a copy 
of CRASH by about 0,0000015, 
“There's another point here (fat 
the risk of being boring), 
magazines Cost money to 
distribute through the chain — 
it's done by distributor, 
wholesaler and retailer each 
taking a percentage of the cover 
price (we receive 42. 75p ofthe 
current 95p per copy sold in 
fact); if a high volume mag like 
CRASH was, say, on/y 60p 
instead of 950 like most Of its 
competitors, then the 
distribution chair would be 
doing as much work on itfor 
their cut and receiving less 
money for it than they would on 
a mag with a higher price and 
therefore a larger amount of 
money. The result would be that 
they would refuse to distribute 


| CRASH. Would you want that? 


You might tum round now and 
reply, “you're spouting these 

figures but hiding the truth that 
vou make vast profits anyway. 


“Alifcansay to that, is that 


CRASH above any other 

magazine, has tried'to involve fts 

readership in things that are not 
Fa ai 





| normaily mentioned in 


azines fand don't have a lot 
to do with computer games 
emther) like profit margins, 
printing costs ete. fts up to you 
to believe me or not. 

3) Your last point relates ve 
much to the first. The HALL O 
SLIME is a 'Tun' element, 
enjoyed by loads of readers as 
the mail bag testífies. | don't 
êxpect everyone to enjoy it, and 


f anyone finds it degrading, a) 
* they won't send in photographs 
of themselves to be Ai o 
and b) it is quite possible to skip 
the page, justas you can turn off 
the TV. 


However, it would be nice to 
see whether CRASH readers 
generally agree or disagree with 
vour views, Jeremy, so let's hear 
from you. 








E 


] 


a 


— Mt 


YPER SPOR 


/ - 





Rag] 
do Pa 
a E dE. 


The envelope that gave il 
office such an eyeacho from 
r PAUL 
- Ft includes some 


characters from tho Fort perna: 4 
me THE COVENANT [Xavior HI]. 
pI can't do ft in colour, then 


rou too could suffer! 


THE 
PROGRAMMER 
| STRIKES BACK 


Dear Lloyd, 
lhave just finished Xavior |! 
which, in fact, will be called The 
Covenant. | am unsure of the 
release date, but a month or so 
would be likely. 

| have just started full time at 
PSS, and I'm well chuffed with 
my first job, having failed my 
second year at University (BSC 
Hons, Computer Enginsering). 

My first task was to design a 
suitable detailed loader for 
Swords and Sorcery, Mike 
Simpson decided a scroll would 
be nice for the text window 
(similar to Dragontore, but with 
'bright' used tó add depth). The 
character set | designed for 
Havior Ifis also to be used in 
Swords, as is the sound routine 
(sltghtly modified), | have now 
started on writing à “monster 
| editor for Swords in order to 
polish up the characters. Mike is 
close to finishing, whether he 
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does or not this month remains 
to be seen. 

Well... oops... Candyitis?)| 
guess you've spotted the 
decorative envelope. Eight of 
the characters in Aavior fare 
pictured (cartoon style) out of 
the 64. | used to do similar 
envelopes, as a sort of hobby, 
and send them to a Pirate radio 
DJ (several years ago) i in order 
to get a mention on air. Ampway, 
Ihope ri have brightened up 
vour mail 

What do vou mean... 
“pretend to be real readers.' Lam, 
honest! And ['m not writing for 
free advertising. [am genuinely 
being friendly and just writing 
with that in mind. After all, 
CRASH has been pretty good to 
me and | get Ro service mail 
order-wise. you really think m 
just trying to plug my game, 
please dont print anything 
about it that | reveal in a letter. 

Anyway, all the best to 


| everyone at CAEM and keep up 


tre ne pen work. 
Hutchinson, Coventry, 
rr 


«and alter that quick word 
from our sponsor, it's back to the 


| letters... 


Sorry Paul onty taking a pinch 


| ofmichael, really — honest! The 


envelope certainiy brightened 
up the mail bag and'gave the 
local post office a headache. lt 


| prt Prova ie mag of A 


was really bright! ht's nice to 
know that Swords and Sorcery 
is stillon the way, and good luck 
with Xavior Il (that's the name of 
the game, folks, don't miss it)! 


UPSET BY ZZAP! 


to vou on the 
Piá which has 
Just been released and was 
omginally copked up by certain 
members ot CRASH to bring in é 
bit more money — Pmsurprised 


you weren tone of thém. 


| bought ZZAPI64 for my. 
friend Angus who livas abroad 
and | thought Fa tare a quick 
logkto see dl itwas as 00d as 
CRASH. was disgusted tó read 
inthe first few pages The 
Wotid's GreatestHome 
Computer' — apart from thisnot 


being true, have you tostall faith 


inthe Spectrum, after all you're 


E msanito be onourside: Rogerll 


mentmora rmoneyiKean. Franco 


and Oliver Frey were the pe 


deserved by alt three of y 
| The more! rçad ZEN GA, the. 
more steamed up got. | fel real 


anguish at-some of fhe semarks 
made aboutthe Spectrum which 
magazine, M Whose 


ou simply. in itfor the eee | 
Orson m Wajih, London SW 


Magazines are funny beasts 
pone the weritin dia tegras [like 

dns QWNErs Pá rather 

gd up aboul their 

pec The CEMES is the 
biggest seiing computer 
fwortdwirtel, so perhaps their is 
semejustilicationtor the ofiend- 
ingphrase— besides, il VOU STW 
tha same about the Snectrum h e) 
CRASH vegulel you be upset? 
LEAPIES voasn | started to rake 
inore money in finfact Vou 
would be horrified if you know 
how much itoosts, certainiy 
some EGO, before a single 
penny COMES Back fi in sevoral 
montãs timel. | thought the tonell 
ofthat first issue, as er as re 
Spectrum is conçemed 
pretivdreadtul, anditalrik iElook 
atthe second and third issues, 
vou mel find that it has been 
tone down. In CRASH we have. 
always compara ke games 
hetwesn the two machines, 
sometimes to the CBMES's | 
favour, sumetimes not, but we 
have never Sang: toffgrat- 
urtousiy. My atitude (forwhat, 
des humbiy worth is that 


computer ownsrs should be ger. 
JÍNES 


trio Fur out of their 
pre d A dre and not asê 


um onanyway—orare AM 

















1 Orange Street, Sheffield 51 4DW 
Tel; (0742) 755796 


Send for your free full colour product brochure (enclose a stamp) 
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i, Less 





nothing buithenamelo 
Cotar with the oia imagino 


| 


ANOTHER ODE 

| Hobin Candy telis me Em notto 
print another poem in the 
Forum, because he hates them 


(gesture of thumbing nose 
allows]... 








In composing this little postic 
di 


rtty 
“VeltF'd have to make it witty 
To satisfy the need for mail, 
And to he! p you pay Lloyd 
Mangram's bail 
| (He hired à computer; never 
e the rental, 

he defence claimed Lloyd was 
mental 
But the judge showed no mercy 
for this wicked crime, 
Ard sentenced Lloyd to the Hall 
ofSlime) 
And after all, it's you who say, 
Send us letters! Don't delay! 
So down | sat and began to 
write, 
This poem for CRASH on this 
dark night; 
When witches fly and 
werewolves howl 
And Robin Candy goes on the 









He should be in the loony bin, 
Allhe does is drink neat gin. 
And Iwant to know, who's Ben 
Stone? 

“Asecret agent; identity 
unknown, 

A Russian spy with a deadly 
crime, 

Sack him now, while there's still 
time! 













To finish off I'd like to praise, 






rowvl Your magazine (give Brewster a 
sda for pokes and gamesto | raise 
13 





It's the best magazine around, 
Pd pay anything for CRASH, 
even twelve pound! [hint) 
Stephen Nolan, Walton, 
Liverpool 





Without these things he'd get 
the sack! 






Now listen here young Roger 
Kean 

You're a wally and too mean! 
Why not give some more space 
Tothat Adventure guy with the 
funny face, 

With his adventure column, à 
real booster 

Toa dull boring day, thanks Mr 
Brewster, 

More of that hippy Angus Ryall 
| His taste in clothes is really vile 
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| team trep/y in rhyme, 

ff takes t00 much of my time, 
Uthenwise Vd spend all day 
Writing poetry and losing pay. 
Perhaps Robin Candy was right 


[should ban all poems on sight. 









Eat your heart out Coleridge 
LM 













Some buas from MARTIN 
BUTCHER. Mirfieid, W Yorks. 





That's the lot for this month as 
BUG BOX has to have some 
room. Em disappointed that no 
one has written to me yet via 


à Micronet, but perhaps that's 
| because last month's issue isn't 


even on sale yet as | write. 
Address for the letters is CRASH 
FORUM, [LLOYD MANGRAMI, 
PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1DE 







Please mote that due to the amount of lstters that arrivo for tha Forum and Playing Tips, itis 
simply not possible to enter into persona! and private corespondence. We hope | 
understand this, and vould rather make the point this way than have disappointod readars 

warting for replies that may never come. Thank you. 


Battle your way to three enemy bases. 
Do you have the courage, stamina 
and skillto become a Game Lord”? 


From 
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Tá The most powerful games in the Universe! 


Available from all good software shops. 


In case of difficulty write to: 
QUICKSILVA Ltd. Liberty House, 222 Regent Street, London Wi R 7DB tel: 01 439 0666 
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Three lucky CRASH readers will win a Flat Screen 
Pocket TV in this competition, sponsored by Sinclair 
Hesearch. 


Soon you could be the envy of your friends, able to 
“watch a little TV anywhere' as they say.... 

We've sorted out ten questions on the history of Sir 
Clive, his companies and products — and the answers 
can aill be found by looking through Parts One, Two 
and Three of The Sinclair Story which began life in the 
April issue of CRASH. 


Rack your brains, pore over the articles, answer the 
questions and send in your entries to TELLY COMP, 
PO BOX 10, LUDLOW, SHROPSHIRE, SY8 1DB to arrive 
not later than first post on 25th July. First three all 
correct solutions out of the hat will win their very own 
little television set. Get cracking.... 
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SINCLAIR IN 
TROUBLE? 


' Shock, horror, probe, drama, 
crisis... 


Inthe last few weeks the papers 
have been full oftales of Sinclair 
woe. How the company 's in 
trouble over a fifteen million 
poundoverdraft, how the bot- 
tom is falling out of the home 
computer market and how the 
ja making the C5 have gone 
back to assembling washing 
machines. 

The Sun has to win the spot 
prize for grossest incompet- 
ence, for describing the C5 as an 
“open topped, battery-powered 
four wheeler' under a banner 
headline of SINCLAIR TRIES TO 
SELL OFF C5 TRIKE". Well done 
lads, keep on taking the photos 
of naked ladies. It's what you're 
good at..... 

The official line from Sinclair, 
reported in the Financial Times, 
was that the company was aim- 
ing to raise £10t0£15 million to 
fund long-term growth and re- 
structuring plans”. 

lt's clear that Sinclair 
Research is experiencing some 
financial difficulties. £30 million 
aa worth of stocks are 

ging held, and Thorn EMI and 
Timex have extended credit to 
Sinclair to aid cash flow prob- 
lems. Two and half million 

cunds have been written off by 

inclair Research as a result of 
the price cuts made after 
Christmas in combination with 
returns, and a further million 
pound loss was incurred by the 
demise of Prism - which appar- 
ently caused such major prob- 
lemsto the company, that Sin- 
Clair is still trying to work out 
quite what wentwhere. 

Ten percent of Sinclair 
| Research was sold to share- 
holders a coupleofyears ago for 
13.5 million, and even the most 
mathematically untalented 
could work out that the share 
sale valued the whole company 
atf 135 million. Recently a report 
| in The Guardian placed a value 
of £20 million on the whole 
company, 

Problems with the QL can't 
have helped the predicament 
thaithe City now feels Sinclair is 
in. ltseems that components for 
50,000 0L's wereordered before 
protonDina, and somewhere in 
the vaults of Sinclair Research 
there are presumably 50,000 


| are probably quite a few 128K 


“ butsuch problems could be 


well still catch on. 












Sir Clive Sinclair 


little batteries that were once 
intended to provide back-up to 
the internal OL clock. And there 


chips going spare for similar 
reasons, which may have 
prompted recent speculation 
about a 128K Spectrum. 

Not so daf, really, given that 
Sinclair Research may well have 


a significant quantity of suitable | 


Silicon lying around. 128K of 
paged RAM wouldn't require a 
vast investment in time or 
money: the TMS2068 had 
paging ROM and RAM can be 
paged in the same way. And 
remember, Interface 1 pages the 
ROM 


Admittedly, the Spectrum 
BASIC interpreter uses 16 bit 
ointers, which means the max- 
imum amount oFRAM that can 

be addressed in BASIC is 64K, 


avoided in machine code. 
Word has also reached us of 
the LC-3, “the ZXB4 that never 
was”, Apparentiy the LC-3 was 
an abandoned Sinclair proto- 
type which ran on the Z80 proc- 
essor, like the Spectrum, and 


had a DOS ROM, which meant | 


that OL software could be com- 
piled down to run on it as all the 
system calls were the same. 
With a built-in, double mapped 
screen (which meantthat 1 byte, 
rather than the Spectrum's 8, is 
needed to display a character), 
and a microdrive the LC-3 could 
have, and who knows, could 


And one shouldn't forget that 


“1 the Pocket TV is out and about — 


ZX Microdrive Cartridges 
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over 1,000 independent dealers 


| have taken it on, and Dixons are 


currently doing a whizzo deal, 
jackaging a Pocket TV, 
; pum Plus and 6 games, and 
ZX Printer. Yes ZX Printer... all 
that lot for E 199.00 
Meanwhile the rumours are 


“still flying: is Sir Clive trying to 


raise cash by selling Sinclair 
Vehicles? Will he raise £15 
million from the City, which is 
prpuiies by 'sheep' as one 

Igh powered accountant 
recently put it “who follow gach 
other blindly, evén ifit means 
Bu shing someone over a Cliff? 

peculation is, as usual, rife, but 
the official Sinclair line as we 
write is that Sir Clive is not about 
to step down, and is looking to 
raise money for further devetop- 
ment work. 
AH, no doubt will be revealed 
shortly in the continuing saga of 
menic panic in the micro- 
computer industry. ... 


NOT SO MUCH A 
SHORTAGE... 
MORE A RACE? 


à mole gets in touch, muttering 
darkly about there only being 
two machines in the whole 
world capable of making blank 
microdrive cartridges. The conv- 
ersation continues, and we are 
told that when the order was 
given by some financial wizard 
to cut back on OL production at 
Chateau Sinclair, the microdrive 
cartridge manufacture was also 
cut back, demonstrating a slight 
lack of understanding, given 
that the price had just been cut 
drastically. 

Was our mole accurate? We 
rang Terry Blood Distribution, 
announcing thatwe were from 
CRASH and learnthat no, there 
isn't really a shortage. We've 





sold 518 4-packs today, and still | 
have 212 instock, and we've 
currently got 111 ofthe 
100-packs for software houses 
“they do tend to come in and 
go out very quickly, and some 
people are being greedy. If we 
receive a cheque with an order, 
once the cheque's cashed we 
have an obligation to fillit as 

urckly as possible, but no, 
there's not à shortage. They just 
come in and go out quickly. 
Thank you very much we say, 
and have a little chat about life, 
the universe and CRASH before 
ending the conversation. 

Being trained in the art of 

investigative joumalistic 

ractices, we then telephone 

BD again, this time asking for 
“Sales and enquiring about the 
availability of microdrive 
cartridges from the point of view 
of a customer. The lady (this 
time) explains that they have got 
the cartridges in stock today, but 
the chances are that the 


| remaining 4-packs will have 


gone within 24 hours. 'They' re 
difficult to get hold of, she says, 
“you place an order, we'll putit 
on hold and vou might have to 
wait up to two and a halfweeks”. 
Hmmm. 

A similar phone call to 
Lightning elicits the information 
that they only sell the single 
cartridges, and that they do have 
stocks at present. Ifyou wantto 
place an order ld do t very 
à najáia the lady says, people 

o order hundreds ata time. 
Double Hmmm. 

But then there has been a 
heavy demand, occasioned 
parir by the price reduction and 

y the need for microdrive 
cartridges fór the OL application 

ackages produced in 
languages other than English for 
the export market. Spanish, for 
instance. .. and translations for | 
ten other languages are well 
under way. So, one supposes, 


| our imole was sortof right. 
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Dops time again. For reasons 
wiuch will nó doubt remain a 
mystery, unsolved for eons, Art 
went and plonked a loading 
screen drawn upby a chap 
called Graham Lucas in the On 
The Cover feature in issue 17, 
This wouldn't in itself have 
caused too much of a problem, 
except the feature was on David 
Thorpe. 

For another unaccountable 
reason, the ovenwvorked and 
underpaid relatives of Lloyd 
Mangram who have to do our 
colour separations made a littla 


LICENCE 
GAZUMPING 


The battle for grabbing licences 
to produce games is hotting up, 
the latest round of deals with 
Spanish software house 
Dinamic having caused 
considerable confuston 
between Gremlin Graphics and 
Silversoft/CRL. As Lloyd 
Mangram reports in “Merely 
| +, both companies are 
lanning to release games 
penta from Dinamie, but what 
he doesn't say 1s that Silversoft 
| thought they had an agreement 
with the Spaniards to release 
notonly Saimazoom and Baba 
Liba but also Rocky and 
Profanation. An agreement was 
thought to have been reached 
onhy a matter of days before lan 
Stewart of Gremlin Graphics 
announced thathe had 
effectively 'gazumped' 
Silversoft on the latter two 
ames. lan Ellery, Software 
sveloprment Manager for the 
CRL Group whichis affiliated' to 
Silversoft, said that he was 
disappointed in the turnabout 
and surprised, since they had 
had a long association with 
Dinamic. 

With competition becoming 
so ferocious, running a software 
house begins to look more like 
an arcade game every day... 
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| SCREEN SHUFFLE 








boo-boo too, and got the colours 
on thatparticular loading screen 
picture out of kilter. 

To put the record straight, 
Graham Lucas isstartingupasa 
loading screen designer on the 
opectrum and a jolly nice job he 
does too, judging by his 
rendition of the cover of CRASH 
issue numero uno. Anvone who 
wants to contact him to offer 
work, encouragement or Rolis 
dpi may do so on Plymouth 
893121. 


Sorry Graham. Sorry David. 


Slaving away over hot Spectrum 
Keyboards, many miles away 
from Ludlow, Is a trio of 
programmers. lan Morrison, 
David Anderson and Robin Muir 
have between them achieved no 
less than three consecutive 
CRASH SMASHES, with their 
conversions for the US. Gold/ 
Imagine labels. 

Firstoft, their conversion of 
Raid Over Moscow for the 
opectrum was a Smash. Then 
followed World Series Baseball, 
and last but by no means least, 
fanper, 

Unfartunately, we credited 


Robin Muir and tan Robinson as 


the programmers on Ford 
Series, which was a bit unfair as 
while Robin did the the music, 
David Anderson and lan 
Morrison were really the main 
men behind the programming. 

Now we learn thatup in the 
Highlands all the avid CRASH 
readers won't believe lan 
Anderson whenhe tells them 
that we made a mistake, Viell 
foiks, this bunch of sassenachs 
did shp up on the credits and 
we're sorry. 

And they sound like a bunch of 
interesting fellows — | mean, 
three CRASH Smashes on the 
trot, that's ão! to be a first. 


E Maybe we'll get to interview 


them nextissue.... 





Software Editor JEREMY SPENCER is turned 
from an adventure game novice into an 
iconoclastic super spy by | 





CRASH is the first proper magazine to get a look at the completed 
version of the new epic adventure The Fourth Protocol. For the 
E rposes of this article | am not reviewing the game, that's down to 

arek Brewster next month. All Iwant to do is explain the plot and 


the use it makes of icons. 


Icons are a far better form of 
man-machine interface than is 
generally found with role play- 
ing games simply because the 
gameplay becomes so much 
easter and offers a wider appeal 
than the more usual adventure 


text input. 
The game is based on Fred- 
| erick Forsythe's book of the 


same name which details the 
exploits of MIS agent John 
Preston. Preston's task is to foil 
Russian opa from carrying 
out Plan Aurora. The fiendish 
Russkies have cooked up a 
scheme that is in contravention 
of one of the four secret proto- 
cols appended to the Nuclear 
Non-Proliferation Treaty of 
1968. The fourth of these próto- 
cols was an agreement between 
the USSA, USA and UK that 
none would introduce a nuclear 
device by covert means into the 
territory of amy other nation. 
Having behaved themselves for 
nearly twenty years the Russ- 
ians are now prepared to escal- 
ate the current tepid war 
because they feel plan Aurora 
would bring about the fall of the 
NATO alliance. 

The plan is simple, horribly so. 


- omuggle a nuclear device into 


Britain close to a USAF base and 
setitto go off a week or so prior 
to a general election; then use 
lavish  cisinformation | tech: 
niques to persuade the popul- 
ation that the ensuing destruct- 
ion was the fault of our 
American allies and their reck- 
less behaviour. The suffering 
and shock caused by the devast- 
ation would move the publico 
such a degree that.a left wing 
anti-nuciear anti-American 

overnment would be elected, 

sa result, the NATO alliance 
would collapse and the Russians 
would be free to shop at Marks 
and Spencers en masse. 

The game is divided into three 
parts; Mato Documents, The 
Bomb and The SAS Assault Asa 
code is demanded to start the 
second and third stages, the 
games must be played in correct 
order. The first two games allow 
the player to input information 
Using icons. The main display 
looks rather like those smart 
office Macintoshes, each com- 
mand being represented by à 
sensible picture, simply select 
the appropriate picture and that 
command is invoked. For 
example, the use of the phone 
icon; when the hands moved to 
the phone a sub menu appears 
that im turn displays three more 
icons. The first allows you to 
D'ck up ànd answer it, the sec- 
ond lets you make a call (type in 
the phone number) and the 


third returns vou to the main 
display. All the other icons work 
inthe same way. | 

he sub icons allows for great 
Hexibiity and ease of use — all 
told it's a lot better and more fun 
than typing in instructions. 


THE NATO DOCUMENTS 

These papers are very secret 
and nt is clear they had been in 
the possession of am unauth- 
orised person. Preston must find 
out how these papers where 
leaked and to whom, followed 
by à quick “why?” The scene is 
Preston's office and the icons 
deal with the input and sorting 
of information, The Cencom 
icon offers access to your files 
(throughout the game you will 
be storing information for coll- 
ation at à later time and this is. 
where you do it). 

The Assessment icon gives. 
vou an idea of your progress, it 
tells you how much of the first 
stage you have solved and what 
the MI5 Digwigs think of your 
performance. If you make a bad 
decision then your rating will 

lummet but you may be able to 

acktrack and make good again. 
Using Surveillance vou can 
assign “watchers” to targets, 
these snoopers providing val- 
uable information all of which 
willbe broughtto your attention 
vta the Sitreps icon. The 
Calendar icon leis you know 
how much time has passed. The 
Telephone icon is pretty neat — 
answer it before the caller rings 
off otherwise vou will never. 
know what you have missed. 
Urtilíties takes you to the game 
save feature. 

The information gleáned from 
these different sources provides 
you with the means to solve 
your first problem and thus pro- 
gress to the next stage. 


THE BOMB 

By now you are on the trailofthe 
bomb. You have an idea about 
the plot and even who could be 
responsible. The gameplay is 
similar to the first except 
Preston is mostly out of his 
office which requires additional 
icons for movement orders and 
à Manipulate icon for search, 
examine and use objects. The 
Communicate icon allows you 
to talk to others, via the phone if 
need be, 


SAS ASSAULT 
This is the final part. Atthis stage | 
is have discovered the bomb's 
ocation, Using the information 
gleaned from the two previous 
game vou must workout how to 
use your SAS force to get ridof | 
















OURTH PROTO 


O o va ! o ne E em a E E E lodiá 
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Lilities Assessment 
Save game from dropped any 


here claripers pet? 














Maninpulate Move 
prod st up but where? 
don't forget to Dar? 

pe off the cabbio! 
prints 





Surveillance Sitreps ERR a source of vita! 
send put the Peporis tro CÍues 


SUPER Soo DErs 
bring “er back 




















bin it 






returm to main file it 


mem 


the KGB agents and defuse the | with the appropriate weapons. | thinking time, unlike the third | away from the solution but if 
device. One of the most import- | This isthe only partofthetrilogy | part where you find the pressure | you keep an eye on your rating 
ant elements here, apart from | that requires word input but at | tough — spend too much time in | you should be able to tell when 
disenabling the bomb, is act-| least all of the accepted comm- | deep contemplation and failure ou have made a massive 
ually getting to it. You must | ands can be viewed when | is inevitable. Throughout there tunder. 

select the the best men for par- | required. are sub-plots within the main In the meantime, Derek, good 
ticular tasks and then arm them The earlier games allow fair | plot and these can lead you | luck— we're counting on you! 
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WHAT A WONDERFULL 
esa VVALLIES YOU ARE! 


entries — a massive cardboard | , 

box full of your Wally Club 

otarter Packs has been half- | 
ing the tea room for the past j 
| couple of weeks, and we've had 
an awful job deciding who | 
should win the signed jigsaw dy M 
puzzle. He 

Aided and abetted by the fear- 
less Artroom Aide, Gordon, 
we ve finally come up with a list 
of thirty worthy winners, all of 
vv wvill pick E a copy of 
Evervone'sa Wally. 

Outright winner had to be 
David Ball, who sentin a 
| package which included a 
special hand-painted Wally 

Shirt, VVally wrist bars, 
membership card and wallet, a 
copy of Paul Manning's book 
How to be a Wally together with 
issue one of the club newsletter 
and a wally-goodie price-list. 
David will soon be piscing 
together the only Wally jigsaw in 
the world! 

Honourable mention goes to 
Daniel Watkins, whose Wally 
News was beautifulhy designed 
and presented, and included a 
Frighttul Fashion column, 
Wrilma's Cookery Corner which 
had a recipe for a Wally Cake 
| which contains 5.07 of Garlic, 

and The Heavy Hippie Hotline. À 
master Of the felt pen, this man. 

And Thomas Lennon's pack 
also deserves special mention, 
containing a Tom safetypin and 
special Wally Appreciation Club 
handkerchief, corners for the 
| knotting of and head for the 
wearing on. ... 
|. The Lennon Wally Pack also 
| contained a newsletter and a 
poster for a new Wally game 
Iwvornder if Mikro-Gen know 
about it yet!) and was very 
neatly put together indeed. 

Ina fit of untrammelled 
generosity, Dash Ed has decided 
to chuck a CRASH Sweatshirt to 
these top three winners as well, 
| and no doubt they'll receive a 
| goddie or two from Mikro-Gen. 


| Also in the Spot Prize Wallybilia 
| Stakes are Stephen Graham of 
| Carlisle for his “Keep Britain hi rr | " ; 
| Wally club logo, Billy Sloan for aid | E AE qa 
| his “Stronger than a Stagnant O vi TZ = ins 
pond' Wally poster, |MecAulifte ga E Lace a - 
of Harpenden fora Wally Needs q Fa DV RA E RT A 
You' poster which owed a little me da a a 
to the classic Kitchener “Your 
| Country Needs You' poster, 
David Tyler for the idea of 
having Wally dart flights — 
totally original this one, as was F 
obert Corradi's Tom “ats, ina ar PE CTA 
tasteful blue with rainbow O “8 Vê 
motlucan on the crown. Darren Y1| A = DA 
Brooker's entry was rather like a Le NT AS | ta gs, 
concept folder for an advertising de o 
agency — very neatly executed, 
as was Alan MecNamara's pack. | EA dos 
Mystery prizettes on theirwavto E CO te ro te 
Ou -S00n chaps, courtesy of 
Mikro-Gen. 
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TALENTED BUNCH OF 


can now release the results of the Wally Week 
Fan Club Competition 
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A full list of the winners of the 
game appears on the results 
page, so ifyou haven't read you 
name here, don't despair vet! 
was a lot of fun judging the 
competition, and we were 
amazed at the quality of the 
entries. But Ra of the Blue 
Peter drivel.. . see for 
vourselves! 








The only fully automatic and ess utility 
tor transterring Spectrum programs irom: 


CARTRIDGE to CARTRIDGE os Capra 
SEL DS o Ra ae O ME DISC or RR pe 

































CO TAPE to TAPE O comme vo 10 TAPÉ | 
COMPLETE MUSIC SYSTEM 

FOR THE ZX SPECTRUM 

| Avery professional piece ol programming, easy to usa. axcellent | | 

] Seen presenta, error tespolng and hetpful prompta” x compuimg À | 

Extremedy urso trgncy lets yona pel star bed vetiir cromos” Uraah | 


“Tha notation las to-be msen to be baiiaved” 
“Pole roany aicponsive professional sprtoms to aheme: Mar Spactrum 
À TExcoitent ae to teaching le basico ot missa” Which Mico? Grega tuo” The Lixuesas 
“Hoyou apo interestad tá tmusde and cem a computer qhem gut it 

2X Comput 


Ani a piece of software. 
amet Fostyros  emeca Porioimanco 
“A veluabia ubility for mitrodrivo users” Sinclair Uspr 
"HIGHLY RECOMMENDED" PEM 







A novelty maze arcade game. Superh graphics and action. 
An extensivo map, over 250 locations, full of features and 

creaturos unseen as yet. New, funny, addictive, compelling. 
bg P Partig) o Hildy dulbnagiio qo STAR STOP iho tnpja 


Plus a bonus A ANINMER, PE Wionkly NE! Gheot ge ao tio na pista mnters MEIN 

e hadariess Aura oh diclidioy ARO pari ud e o E Game. PCN MNE Ti PA CON sir Mbasie 
The Nest possible success ratio, the casiest & fastest im uso = nda or “PURE repor cien poreprnitas  AMERGURIVER: pratos UA E comi im res, EN 
"Please send SAE fordetails, 


e mi q e ri O OO OT TT TO TT TT TT TT OT E O TOO E ET ES ES Go 


“ PEN 



















+ e— — oO oO a reoee S  “ E A  E  ULGSMRRO Si IL do SR 


enclose dl cheque /PO OF Ls eee add a Dverseas E 2) Please Sand me (tick as applicable) WRIGGLER | 
or debit my EN —.— No MUSIC TYPEWRITER £9.95 [5 MT Supplement £ 4.95 Ol 










| TRANS-EXPRESS : part only E 5.50 0) 
ci PAPAS RR URI ES INNACIRNREL = TT "O a all parts on tape 9.95 D orcartridge £ 14.95 0) 
EO CARTA A a DD Ee +(2) on tape E 7.50 Li orRotronicswafer €12.95 0] 
EN iitta Ss o ea PA 1 ar fa VESES PRE EN E Updates of TRANS-EXPRESS or MUSIC TYPEWRITER £ 3.50 D 






o Eid do APP A Date... TRANS-EXPRESS upgrades from tape to cartridge 6.95 £ 


rem mpi 77 Dyne Road London NW6 7DR d& 24hrs PEN DE orders 01-625 9463 4 [EM] | 
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AT LAST! BACK BY 
POPULAR 
ACCLAIM! THE 
MONTHLY CRASH 
QUIZ Rm 











Popping into the local paper 
shop for a packet of Granny 
Grunge's famous Ludlow 
Riverwater Pastilles, we 
were shocked to find that the 
staff were having a tough 
time. 

Being a newsagent and a 
CRASH Competitions Editor 
are remarkably similar — 
expected to get up at five in 
the morning to start work, 
long hours for little pay, 
nothing but rudeness all day. 
“| had to sympathise with 
the staff selling copies of 
CRASH and ZZAP! They 
were being trampled under- 
foot by vou lot! 

A suitable subject for a 
Spot the Difference CRASH 
Quiz, i thought as | stumped 
back to the office choking 
overa Granny Grunge....so 
here you are: 


Spot the differences, and 
pop your entry into an 
envelope marked CRASH 
QUIZ to PO BOX 10, 
LUDLOW, SHROPSHIRE, 
SY8 1DB to arrive by 25th 
July. Firstthree correct 
entries out of the bag win 
Spectrum sofiware of their 
choice up to the value of £25 
and a CRASH T-shirt (Mega 
Brill and totally unhairy, 
unlike a certainLlama Loving 
Lummock -ME). Three 
runners up will be sent a 
CRASH T-Shirt of their 
choice, 
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from ROBIN CANDY 


kt is a pity that some of the better games released this month 
couldn't have been released earlier because it has been a pretty 
boring month as far as the playing tips are concerned. Luckily some 
bright sparks managed to get some tips in for Herbert's Dummy Run 


"On time. You see our schedules are very tight which is why it may 


seem to you that we dont always have up to date tips — by the time 
Le read this | will be starting issue 19's playing tips section. Hope- 

Ihy that veill be a bit larger than this because this month | have been 
allocated a smaller space (must be something to do with Lloyd) but | 
willtry to scrounge more next month. 

The response to the pokes competition has been far better than | 
expected but alas you will have to wait until next month to read the 
results. Hopefully, if the standard of entrants is high enough (and it 
looks as if nt is) then there will be a pokes corner as a resuh, like the 
one published in the Christmas Special. There were a few wallies 
jno offence to Mikro-Gen) that sent in tips instead of pokes, and 
there were a few complete idiots who sent in JSW pokes even 
though it specifically said no JSW pokes. 

Starting next month Im inaugurating (Lloyd's Long Word Dict- 
ionary — no idea what it means) a new section to the tips pages 
called the MINI TIPS DEPARTMENT. This is devoted to ali those odd 
tips sent in that don't get printed because they don't go into enough 


detail, So ff qeu have any of these odds and ends tips send them into 


the usual a 


dress but state on the letter that they are for the Mini 
Tips Dept, 


WIZARD'S LAIR 


| Here's a routine for the maze 

| game that seems to be very 

| popular with many readers. h's 
quite a bit to input, but 15 worth 
the effort. What this does is to 
give you greatly incresed Lives, 

eys, Energy and Weapons. For 

LIVES and KEYS you should put 
in a number between 1 and 255, 
and for ENERGY and WEAPONS 
you should type iny or n. Here 
goes: 


5 REM Wizard | 
10 CLEAR 65535 
20 LET LIVES = 4: LETKEYS=5: 
LET ENERGY =61; LET 
| WEAPONS -53 
30 CLS: PRINT AT 9,2; “ENTER 
No of lives [1 to 255)" 
40 INPUT aS: LET LIVES = VAL 
as: IF LIVES < 1 OR 
LIVES =255 THEN GOTO 40 
50 CLS: PRINT AT 9,1; "ENTER 
No of keys etc (Tto 255)" 
60 INPUT a$: LET KEYS5=VAL 
as: IFKEYS <10R KEYS 
| >255 THEN GOTO 60 
70 CLS: PRINT AT 8,0: “Do you 
want reduced energy loss"; 
AT 11,13; Cly/n) 
80 INPUT as: IF aS="y" THEN 
- LET ENERGY =0: GOTO 100 
90 IF ag<>"n” THEN GOTO 80 
100 CLS: PRINT AT 9,1; “Do you 
want unlimited weapons”; 
AT 1,13; vino 
| 110 INPUT 98: |FaS="'y" THEN 
LET WEAPONS =D: GOTO 


130 
120 IF a$= 


IN WIZARD MASTER TAPE”: 
AT 11,9; “FROM THE 
START” 
140 RESTORE 
150 FOR n=23296 TO 233721: 
READ a: POKE n,a: NEXT n 
160 RANDOMIZE USR 23296 
170 DATA 221,33,0,0,17,17 
1B0 DATA 0,175,55,205,86,5 
1 da 221,33,129,254,17, 


200 DATA 1,62,255,55, 206, 


210 DATA 5,201 
220 PORE 65286,62 
230 POKE 65287,255 
240 POKE 65300,62 
250 POKE 65301,255 
260 POKE 65309,63 
270 PORE 65318,62 
280 POKE 65319,255 
290 POKE 65338,0 
300 POKE 65340,99 
310 POKE 65341,255 


“nº THEN GOTO 
110 
130 CLS: PRINT AT 9,3; “PLAY 
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By now everyone must have noticed that there was a slight 
hiccup in the Monty Mole pokes published last issue. | don't know 
where line 120 disappeared to (a piece of Mangram sabotage no 
doubt) but here it is 120 DATA 62, 157, 50, 132, 210, 62. Justto 
make matters worse there seems to be TWO versions of Monty 
Mole and the pokes will only work on one version. 

E think that's enough intro blurb for one month, but just before | 


start the Ne Ivvant to make a quick plea, no more DRAGONTORC or 


EVERYONE'S A WALLY solutions please! 


SHADOMWFIRE 


Manto outside his quarters and 
drop the transporter beamer. 


into Zoff's quarters. Move a 
character into the same location 
as £off. Zofl will then try to 
escape, Às soon as he moves 
|| onto the same location as 
Manto, beam him aboard the 
| Enigma. A similar method can 
| be used to re the enemy 
“soldiers — this saves energy. 
The other half of the destruct 
code can be found on the Bridge 
but nt is uniikely that you will 
need it because to complete the 
game you must capture the ZoH 
à. This. can be done by capturing 
or killing everyone on board. By 
now you should have complet- 
320 POKE 65345,7 ed the game. 
330 FOR n= 65379 TO 65439; 
READ a: POKE n,a: NEXT n 
140 RANDOMIZE USA 65280 
350 DATA 49,0,65,33,116, 


255 
350 DATA 17,0,64,1,44,0 
370 DATA 237, 176, 195,0,64, 


380 DATA 255,254,17,255,255 
390 DATA O 64,237, 184,49, 
AOODATA 94,62,LIVES, 50,178 
AÓDATAG2, KEYS, 50, 172,99 


Ôn the second screen, the one | 
where you get attacked by Tie. 
ighterd 1 mave to the bottom: 
righthand side of the'screen. 


sa E E This. means thatnone bf the 


430 DATA ENERGY ,50, 137, 
oniy draw back is thatit only 
works on level t. 7 


Does anyone have any pokes? | 
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186, 62 

440 DATA WEAPONS ,50,219, 
ZW , 251 

450 DATA 195 166,94 


To capture general Zoff position | 


Pick the lock and send someone | 
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DRAGONTORC 


It seems that along the way I've 
lost some of you inthe Vaults Of 
Locris. The problem seems to be 
getting the letter |. Go to the 

room with the stool and fireball 


| init and move the servant over 


the stool; this willchange it into 
a chest. Open allthe other 
chests in the vault and you 
should have two keys, One of 
these opens the chest by the 
fireball. Open this chest and the 
fireball should change into the 
halfmoon and inside the chest is 


the letter |. For those of you who 


have got to Halgor's Sanctuary 


| find and take the energy herb. 


Now find the skelebone and 
search to get the diving rod, 
With the diving rod search the 
leaves and pools to receive the 
BANE jewel and the Crystal of 
Artithought. Use the Seal to 
open the tombstone and go 
down. Read the message and 
leave everything except 
Halgor's Seal and go through 
the door. Touch the Seal on the 
three spiders before they kill 
you, Take the three spells. Use 
the RETURN spell to get into 
Halgor's tomb room. Search the 


| tomb for the door key to get out. 


Leave with half moon early and 

o to Witchwood to find 
Sanctuary for the key to the 
Locris vaults. That's your ration 
of Dragontorc tips for this 
month but if you are having 
trouble with À ind energy level 
then just try these pokes as sent 
inby K Walker of Birmingham. 
Type in the listing and save it to 
auto run from line 10. 


TECHNICIAN TED 


These tips on the order of the 
tasks in Fechnician Teo were 
sent in by Michael! Roland of 
West Germany, Incidently has 
de dm managed to crack Tech 
cran Ted'for infinite lives 


pie etc? 


You must c omplete these tasks 
within the time limits printed by 


each one, 
Ted's 5 Des jo Dv Bi: 5h 


lhe on SHce Store by 9:09 
Slice Diffusio rn by 3:27 
Fuming Cupboard by 3:58 
Clean Room by 10:07 
Silicon Etching Plant by 10:22 
Canteen by 10:40 
Photocopier by 11:12 
Boardroem by 11:25 
Slice Surface Abiasioni by 11 
Laser Slice Separation by 12: 
Bay 7 by 12:44 
Micro Chip Mounting by 12:59 


78 CRASH July 1985 


«4 Drond À 
at” en 
Gar 


[| 









ps Y 





10 PRINT AT 9,1;“PLAY IN 
DRAGONTORC MASTER 
TAPE";AT 11,9;“FROM THE 
START” 

20 RESTORE 


| SOFORN = 23424 TO 23487: 


READ A: POKE N,A: NEXT N 
40 RANDOMIZE USR 23424 
100 DATA 049, 122, 096, 006, DO2 
TIO DATA 197, 221,033, 000, 000 
1Z0 DATA 017, 000, 000, 062, 255 
130 DATA 055, 205, 086, 005, 153 
140 DATA 016, 239, 221,033,016 
150 DATA 189, 017, 239, 0665, 062 
160 DATA 255, 055, 205, 085, 005 
170 DATA 062, 201,050, 193, 189 
180 DATA 205, 016, 189, 221,033 
T90 DATA 124, 096, 017,212,098 
200 DATA 062, 255, 055, 205, 086 
210 DATA 005, 062, 255, 050, 225 
220 DATA 227, 195, 124, 096 


Tea Machine 13:02 

Power Generator by 13:18 

Electro Plating Bath by 14:00 

Sr yality Assurance Dept 14: 25. 
Abrasion af Extract ny 14:38 

Matthe mwy's Lair by 14:5 

We Call Him Sir by 15 EO 

The Wage Department by 16:07 
After completing the Wage 


Department then you mustgo to | 


the picket line, up to the Union 
Hag and ag: ain down to the 
Picket line (in the middle). From 
here you can now go left and 
into a new room called OK! 
VWYHERE DO | GET MY REWARD, 
Go into this room and walk left 
through the exit room to com- 
plete the game, You MUST keep 
with in the time limit if you wish 
to complete the game, To plan 
out vour routes to and from 
rooms use the map published in 
a back issue Of CRASH (No 15 
April, page 70). 












E e 
Please note that due tothe amount of letters that arrive for the Forum and bind Ni ris | 


simply no É tetas enter into personal and 
this, and would rather make the po 


understan 


cita correspondençe. We diga o A 


ntthisway than have disappoint 


waiting for replies that may never come. Thank you. 





HERBERT'S 
DUMMY RUN 


Here is quite a bit of the solution 
to Herbert's Dummy Run as sent 


“inby JWankling of Birmingham. 





First of all get the box key and 
getthe honey pot. Now go to the 
room that you startoffin and 
jump up on to the box. This will 
spring you up to where you can 
exchange the honey pot for the 
teddy. Get the rope. Now with 
the rope and the teddy go to the 


CHUCKIE EGG 2 


These are general tips as-sent mn. 


by Robert Williams of Warley. 
Surprisingly there haven't beem 


that many tips for this game but 


à pai afew maps. Enough of the 
roming and on with Robert's 


Hps. 


Hvou bia dounanegral! Feorm 
the side vou bounçe of but dl 
vou hit from the top them po 
he. Fela hands kill you bul 








arcade room with the daleks in 
it. The teddy willgo and open 
the right hand side door; you 
can now go through this. Jump 
at the rope in the next room and 
it should extend into a room 
with a rubber duck: collect this. 
Load the pop gun (with the cork 
and the pop gun) and goto the 
castle. Exchange the pop gun for 
the flag and with the rubber duck 
go to the seaside screen, You 
can now collect the pebbles to 
load the catapult..., 


There was more to J's letter but 
you will have to wait until next 
month for that. Anyway you 
probably know it all by now! 


DUN DARACH 


Now | don't want to give the 
game away (Vlllet you suffer for 


another month) but to help you 

off let me just say that there is a 
Goldbar Merchant in West Way 
and an Aurums Buyer in Cross 
Street — enough said. 


vou bounge oh green inda: | 
Pink elephants (Pr m sure Minter 
sees many: eds RC) kill you] 
as do al birds. moles bats, ice 
skates and icicles. C8s don't kill. 
Vi you calloct à basket thenyou | 
Rami pump. The factory mesas. 
nes so look for the gen gr, 

'ou need ejglr botes of Ei 
etg ht tins of cocos and eim E 
bags of sugar: VVhen you js 
completed an egg take iUto, the, 
train and to despatch. 





É 
a 


Thatseems to beit for this month but as i said at the start, hopefully 
next month will see a bumper issue of pokes, tips and ali the usual 
assortment of things you have come to expect from me [like Iong- 
winded intros -LM), Do remember the MINI TIPS DEPT and keep the | 
pokes coming in. Okay that's it from me. Bye until next month, 





Doi 


BRO 


ARRK 


presents 


YOU will become 
James Bond 
in his first arcade/adventure 
AVAILABLE NOW on 


| Spectrum 48K, Commodore 64, 


Enterprise 
and watch out for 
Amstrad, MSX and others 


é Eon Productions Ltd. Glidrose Publications Ltd. 1985 


| bamark Lid., 204 Worple Road, London SW20 BPN. Tel:01-047 5624 Telex: 804475 G 
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Ih. | To: Domark Ltd,, 204 Worple Road, 
E” E London SW20 BPN 
IDOMARE Telex: B94475 G 


ORDER YOUR COPY NOW! 
CALL 01-947 5624/5/6 
OFFICE HOURS ONLY 

NAME: (BLOCK LETTERS) .... 


POR cassia aspas a Der Merc 
ES a RR E RPI BEE RR EU ER PR POSTCODE.... 


Please send me .. - Copias of “A View to à Kill- The Co mputer Game” 
att 10.99 (includes postage and packing). 


|enciose a cheque/P.O. for E. ei 
My computer is: .. 


You may order br Access ml Visa Sel American E D a post or 
tintephone (01-947 5624 /5 /6), OFFICE HOURS ONLY 


Please debil my CREDIT CARD L] Signature:.. Rei ias 
Account No: | ; E 





o 


cce 





Expiry Date: ..... 
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EE mê 


E Ta Day ação 
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1/ 2) ALIEN 8 Ultimate ME = sd e a T 
2 ( 3) KNIGHT LORE Ultimate E oh 
3/ 5) MATCH DAY Ocear 

4( 1) EVERYONE'S A WALLY Mikro- Gen 
5 (25) SPY HI 
6/71) UNDERWURLDE Ultimate 























| 7 4) BRUCE LEE US Gold | 
8 (19) SKOOL DAZE Microsphere | a tr 

9 (17) STARION Melbourne House fis = 

| 10 (13) RAID OVER MOSCOW US Gold = Ri 


“12/ 8) DOOMDARK'S REVENGE Beyond 





14/29) WORLD SERIES BASEBALL Imagine 






16/75) DT'S DECATHLON Ocean 


















18 (78) LORDS OF MIDNIGHT Beyond 


20 / 7) WIZARD'S LAIR Bubble Bus 
| | 21 (12) BRIAN BLOODAXE The Edge 
22 (20) AVALON Hewson Consultants 
24 (—) GRAND NATIONAL Elite 
“25 /—) BOOTY Firebird 
26 (21) MATCH POINT Psion 
27 (28) TECk | ewson Consultants DO VN ESC R 
| 28 (22) DEATH STAR INTERCEPTOR System 3 O a 
EE 29 (27) CHUCKIE EGG 2 A & F Software = == 
| 30 (—) GYRON Firebird 









The winner of this month's Hotline draw is rd Bartlett from 
Kempshott, Basingstoke; and the four runners-up are: Keith Gis- 
Rd si of Droitwich, Wores; NS Wilson from Shepperton, 
Middtesex; David Cairns of Hillsborough, Co Down; and Henry 
Shades from Ag pb 











1/ 7) DRAGONTORC Hewson Consultants 
2 (12) OUT OF THE SHADOWS Miizar 
3 | 2) GREMLINS Adventure International 
4 ( 4) DOOMDARK'S REVENGE Beyond 
5 ( 6) LORDS OF MIDNIGHT Beyond 
6 / 3) LORDS OF TIME Level 9 Computing 
7 ( 5) VALKYRIE 17 Ram Jam Corporation 
8 [ 8) RETURN TO EDEN Level 9 Computing 
9 (70) TIR NA NOG Gargovle Games 
10/73) SNOWBALL Level 9 Computing 





































12 /—) MOUNTAINS OF KET Incentive 

14 (23) RUNES OF ZENDOS Dorcas 

16 [24) URBAN UPSTART Richard Shepherd 
18/18) TWIN KINGDOM VALLEY Bug-Byte 


20 (14) SHERLOCK Melbourne House 
21/17) GOLDEN APPLE Artic 
22 (29) NELNOR'S LAIR Quicksilva 
23 (76) THE HOBBIT Melbourne House 
24 (22) THE HULK Adventure International 
25 [15) EUREKA! Domark 
26 (27) PLANET OF DOOM Artic 
27 [26) VALHALLA Legend 
28 (28) ORACLE'S CAVE Dorcas 
29 (—) SHIP OF DEATH Artic 
30 /27) ESPIONAGE ISLAND Artic 
The winner of the Adventure Trail Chart forthis month is Michael 


Slater from Ramsbottom, Lanes. The four runners-up are: D 
Schraibman of Shawciough, Rochdale; P Chessman from Water- 






loguille, Hants; C Crowberry of Barbourne, Worcester; and Chi- 
Wah eai from London NW1 





Do Era A 


a 





fillthat CRASH Gap. .... 


Out of stock 

'Kong' games  CurrahMicrospeech Living Guide. Steve Turner 

Missile Command' games Living Guide Sinclair Talks Code Name Mat 

The Quil útifity  Graphicsutiltios Microdrive Pengo games Living Guide 

New Generation JetSetWilly Map Panic games  Alphacom printer 

3Dingames AticAtas Map 1 Specgral “Pacman! games 

Btic Atac Map2 Lo Profile keyboard 

TirNaNog Downsway & Comconiface White Lightning graphics utility Martin Wheeler 

Amic Map Design Design Lothlorien 

Games Workshop  Dk'Tronics 

Pattefield Joystick -— comparisons Deus Ex Machina 

Music Typewriter Sureshotjstick HisoftUltrakit Lordsof Midnight Map Wanted: 
Monty Mole Map  Pyjamarama Map 

Mangram looks back Super Mutt Map Death of Imagine Readers Awards  Spgetrum+ 

Inside CRASH Timex Disc Drive; e 

Joy Sensorfstick MikroGen PsytraxxMap MiniÓflice Steve Jackson 

AirwolfMap TirNaNogMap Omnicaslc? Mike Singleton Doomdark's Revengemap 
Artist: Steinar Lind 

London Underground Map!) Designer's Pencil BackpackersMap Technician ted Map 
SinclairStory 1 ChrisSievey Secottâdams Mizar Artist David Rowe 

oports simulations roundup. SinclairStory2 Firebird Incentivo Light Magic graphics 
utility. music utilities nderwuride Map? Brucelee map. Sabre Wulf Map Everyone'sA 
Wally Map | Artist: Godfrey Dúwson 


Denton Designs Frankie Spectrum surgery Sinclair Story3 Knight Lore Map 1 
UndernwurideMap2  TapetoMicrodrive Legnardo graphics utihty  Datal sound sampler 
Artist: David Thorpe 


COD ERA 
= mal ia 
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HEY SAID IT COULDN'T 


BE DONE Dept. . .- 


The world's very first ICON DRIVEN 
Competition, brought to ig by no less than 
association with BEYOND 
25 lindas AND 

ID, COPIES 













Fans of Terminal Man will no doubt 
spot a certain similarity O f style on 
these pages — well Oli felt k was time 
to together another jittle cartoon 
strip for your entertainmo . The few 
phi jstines out there couldn't 
abide TM will no doubt + gleefully go 
pise boil their heads, shan't feel up to 
and wont 


entering this competition 
end to win any SHADONWFIRE T- 


erubá Hero, de picted here, finds him- 
rt, negotiating his 










Lon 
Long, by the beim 
the Spaceport, al im control consoles 
are icon driven. 
An Icon is à jittle picture used in 
ADO pl in this Spaceport, 
ion on the menu of 













tod the co 
rt by selecting the e spropriate icon 
in every case. But W which icons did he 


ge Entrants, |S 
what you ve g0t o decide. on the 
isn't Ea good on Icons — 


he couldn t make up his 

ut on which computer screen. 
o-out on his part, but 
then you need an opportunity to exer- 
cise your skill and judgement, dont 


you? 

Study the action in the cartoon strip, 
examine the icons available and make 
your decision. Match UP thê letter 
the icon yOU think fits best On gach 
numbered frame of the strip and whizz 

our entries to SHADOWFIRE cOoMP- 

CRASH, Box “0, 

LUDLOW, SHROPSHIRE, eva 1DB to 
arrive by 25th July | andyou could be 
yet another lucky winner. 
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THOSE CP TOU WHO HAVE FOLLOMED FF O4mWDW! T GONNA EMT FOE THE 
THIS GTRUP Writi END Iva LE FIESST TAME ss MON TAS! 1 GONNA 
Ein DEM! HERE! THÓJE OP CATER THE LOOSE UN PTE MA TRE! 
FDA INHO DIE, MDRTO HAM MEL TAM! HERE 1 60, THEM, -. 

b à RR] PSA : ABSIATAO dp 


SEMETHINA FOMVE 4 
DORED, TER O 
NOT DL 15 TOME GRUÉ NOT | 
ALOE. ps TT rro E 
: Em ER ama 


dk ) 


AND NOW TA SE 


LET Bb OP 


Petar 
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dá À Di - 














sn 


Mm 
ma ld 


Ha Dn ta 







gol cCotimhand:. 


=| do ih 


E 
wa with me:=- 
E VEGETABLE STRAINER (uorn: 
BRELE VACUUM CLEANER 
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SUBSUNK Adventure with Graphics HORT'S FUSE Arcade/Strategy 
Trapped on the sea bed in a scuppered submarine Sam Short secret agent versus Boris and his bombs 








Cr 
























DON'T PANIC Arcade/Strategy DON'T BUY THIS! Compilation 
Amusing and challenging, a game witha difference  Fiveoithe worst games you have ever seen 





FIREBIRD SILVER CATALOGUE 016 BOOTY Arcade/Adventure WE 

SPECTRUM 1EMV4RK Twenty holds full of pirate loot N RN” 
006 RUN BABY RUN Arcade 031 SUBSUNK Adventure with Graphics AO 

Multi-car cop chase and shoot-oui Trapped on the sea bed in a scuppered submarine A 
035 DON'T PANIC Arcade/Strategy 043 THE HELM Adventure 


Amusing and challenging, a game with a diflerence An amusing, stylish text adventure 
036 SHORTS FUSE Arcade/ Strategy 


SPECTRUM 4Bk | Sam Short secret agent versus Boris and his bombs é 
008 VIKING RAIDERS War Game 037 HELICHOPPER Arcade 


A test of strategy against the computer or friends Fast and smooth multi-screen action 
012 THE WILD BUNCH Strategy/Adventure 040 DON'T BUY THIS Compilation 
Accused of murder, hunt the real killer 
- 014 MR FREEZE Arcade/Strategv 
Six compartiments, sach tougher to de-ice 


Five oi the worst but funniest games you have ever seen 
043 FAHRENHEIT 3000 Arcada/Strategy 
Sixty four screens to meltdown 


MAIL ORDER 


Please state name of game (and machine) and 

numbers required. Enclose crossed cheque/PO 
made payable to FIREBIRD SOFTWARE. all offers 
are subject to availability Orders are despatched 
promptiy All prices inclusive of VAT and postage. 


MAIL ORDER: “FREEPOST FIREBIRD, Ff! 
UPPER ST. MARTIN'S LANE, 


| | l |] 
SER: FIREBIRC 
“Ro Sins teergusana lo 
Firebird and the Firebird logo are trademarks ol British Tesecommunicalions pio E] | Cs | * 


q FIREBIRD SOFTWARE, WELLINGTON HOUSE. UPPER ST MARTIN'S LANE, LONDON WC2H 9DL. TEL: O1-379 0/55/5626 
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QUICKSHOT ILAUTO RAPID-FIRE JOYSTICK 





Four great new add-ons from Ram, indo One in 
everything for the Spectrum... 
TURBO INTERFACE 

Our unique Turbo Interface outperforms any Spectrum 
interface — itworks with ROM cartridges, 2 standard joysticks, 
and there's a full expansion bus at the rear. The Turbo supports 
Kempston, Protek and Interface 2 software and loads from 

| cassette—or instantly from a ROM cartridge. It really makes 
the most of'the Quickshot I's rapid-fire action, and with a 
— unique builk-in power safety device, it's amazing value at 
| just£2295. 
QUICKSHOT II AUTO RAPID-FIRE JOYSTICK 

The famous Quickshot Il is the top games joystick, with a 
sleek trigger fire button for quick reactions, an auto fire switch 
for continuous shooting and a new, improved grip. 
Revolutionary built-in stabilising suction cups mean a sure, firm 
grip—a snip at £9.95. 

SPECTRUM INTERFACE 
Boost the power of your Spectrum, or Spectrum +. 
ie De This Kempston-compatible interface gets the most from your 
= SPECTRUM UPGRADE KIT games — electrify your enemies with real power and 
ce ge | lightning-fast reactions right under your fingertips. 
Costs just £9.95. 
* SPECTRUM UPGRADE KIT 

Ifyou've a 16K Spectrum micro, this handy and 
inexpensive add-in kit boosts the RAM memory to a powerful 
48K, so you can run the latest and greatest software, the most 
exciting games around — and expand your own programming 
possibilities! Only £2 1,95. 

Where can you get your hands on Ram's amazing 
Spectrum add-ons? You can see them at branches of Boots, 
Menzies, Spectrum Group computer centres, and good 
computer stores everywhere. Or return the coupon below. 

To: RAM Electronics (Fleet) Ltd (Dept CM ) 106 Fleet 
Road, Fleet, Hampshire GUIS3 &PA, 

Credit Card hot line: 02514 25252. (Access & Visa). 


DR CaRS 


aa send 
Spectrum Turbo Interfacels) at £22.95, 
Quickshot || Joystick(s) at £9,95. 
Spectrum Interface(s) at £9.95. 
— Spectrum Upgrade Kitis) at £21.95. 
(Please state issue 20 0130) 
+E] per order P+PIES Overseas) TOTAL £ 
O enclose cheque/postal order [] charge my Access/Visa 
> sMBPEaDREREEnEDE 


Postcode 
MEDE SS 
24 Hour despatch for credit cards and postal orders (7 days for cheques.) 


AS products are fully compatible with the Spectrum, Spectrum + 
and Sinclair Miecrodrives. 


Ram Electrontes (Fleet) Ltd (Dept CM), 106 Fleet Road, Fleet, Hampshire GUI3 BPA 
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MORE MODEM MANIA 


In the last issue of Tech Niche 
we promised you a review of 
Spectrum modems. On the face 
of Wt that was a Httle bold, not 
onhy because there are so many 
modems about but also because 
the manufacturers of them are 
either a] mean b) hard to find c) 
don't want to be found or d) they 
never really had a modem in the 
first place. 

Anyway enough excuses. We 
did manage to decide on the two 
most important modems to re- 
view in this issue and we'll pass 
over the other forthe meantime. 

The VTX 5000 and the Protek 
1200 modems are both front 
runners simply because they 
provide an  uncomplicated 
means of communicating with 
Prestel or, perhaps more import- 
anthy Micronet, at a reasonable 
cost. These two modems are 
limited because they do not pro- 
vide the facilities that would 
allow you to communicate 
easily with every sort of on line 
computer there is — there are 
modems that do, but generally 


examining  hobbyist bulletin 
boards and specialist databases 
we shall also examine some of 
the kit that is needed to make 
those connections. But they will 
have to wait for a future Niche, 


To beginto exptain why modem 


a Ctba a is nearly as big a 
laugh as computer software 


| compatability, it is necessary to 


take a look at the workings of 
modems. Às stated in the last 
issue Modem is simply a short- 
ened form of MOdulator 
DEModutator. We all know that 
computers. hump imformation 
around internally as represent- 
ations of one's and zero's. Com- 
puters really aren't that smart: 
to a computer life is very simple, 
a situation 15 elther black or 
white, On or off, one or zero, All 
this means is that if à computer 


simply shout out 'forty two”, 
well it can... but only because 
the computer knows how to turn 
Es version of forty two”, 101010, 

into our version of forty two” — 
da. 


So if one computer wants to 
chat to another computer it will 


| do so in à signal representing 
| binary numbers, and all that the 
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they cost a lot more and are | 
more complicated to set up. | 
When we reach the stage of 


wants to tell somebody that it | 
knows The Answer it cant. 





modem does is to take the 


binary message and turnitintoa | 


form that can be sent down a 
standard telephone line. Fed 
with data in serial rather than 
paralte! form, all a modem does 
is convert characters into 
sequences of notes for trans- 
misston, and decode incoming 
signals which have been sent 
down the telephone line, assem- 
ble them into characters and 
hand them over to its host 
computer, 

In the case of the basic Spec- 
trum, which doesnt have a 
R5232 port fitted às standard, 
vou either need to get hold of a 
modem which connects directly 
to the edge connector and sorts 
out the interfacing problem for 
itself, or use a suitable R5232 
interface for your Spectrum 
which should allow you to con- 
nect itto any modem. The R5232 
interface provided on Interface 1 
isnt up to the job, signo 
people are rumoured to 
working on that problem. 

Ônce vouve got a modem 
attached to a Spectrum and 


working, the next problem isto | 


make sure that it is compatible 
with the modem at the other end 
of the the line. They must both 
talk the same language in order 
to hold a successful convers- 
ation. À number of variables are 
involved, the two most Import- 
ant of which concern the speed 
with which the signal is sentand 
the pitch of the notes used, 

In Europe we have two main 
standards. CCITT V.21 which is 
for 300/300 baud communie- 
ations, and the V.23 for 1200/75. 
The baud rate is a measure of 
the speed at which data is trans- 
mitted. Typically, 300 baud 
represents a rate of about 30 
characters a second, while 1200 
baud is about the fastest speed 
of transmission achievable on a 
normal telephone line, and 
works out at about three lines of 
text on the Spectrum screen per 
second. 


The 4.21 standard is used by | 


most hobbyist bulletin boards 
and on-line services. lfyou want 
a modem to talk to these chaps 
then itmust be able to adopt that 
standard (neither the VTX or the 
Protek can). The most widely 
used standard now being used 
by Spectrum owners, due 
largely to Micronet, is the 1200/ 
75 baud V.23. This is the 
standard adopted by Prestel 


which sends frames at 1200 
baud and recerves instructions 
at 75 baud. k was this standard 
that the VTX and Protek 
modems were designed to use, 
Some bulletin boards cater for 
1200/75 communications, how- 
ever, and user-to-user commun- 
ication is also possible with 
these modems, 

Ifyou have a burning desire to 
go truly international and com- 
municate wilh systems in the 


USA or Canada, then you will | 


have to consider vet another 
range of standards. The Amer- 
ican Bell 103 is similar to our 
V.21 and the Bell 202 is ke our 
Prestel (V.23) standard except 
that Bell uses different pitches to 
CCITT systems. Modems are 
around that can switch between 
all these different standards — 
but at a price. We hope to bring 
You news of one of these, the 
new Miracle Modems Spectrum 
version soon. There's no point 
on tashing out on super whizzo 
(and expensive) hardware 
sb talking to 
restel and Micronet, however. 
Apart from the communie- 
ations software needed to drive 





The Prism VTX 5000 
Supplier: Modem House, 
Price: £49.95 


This modem really seems to 


| have become the standard for 


clever people (a recermt survey 
shows that most clever people 
own 5 penta Source: SEOS 
1985). rincipal advantages 
with the VT are two fold. Firstly 
the software is held on ROM 
(lread only memory) which 
means the machine is raring to 
go on power up so time is saved 
especially when, às often hap- 
pens, your connectton with the 
mainframe is broken and vou 
have to re-set the Speccy. The 
second advantage is that the 
modem is hard wired, plugging 
into the phone socket and then 
the phone plugs into the back of 
the modem. This  greatly 
reduces the chances of the 
modem being interfered with by 
outside noises! The software 
has most of the functions that 
vou could need including auto- 
matic log on and off. Micronet 
frames can be saved to tape or 


microdrive and printed out, you | 


are able to download the sofi- 
ware or compile messages off 


ITECHUNICHEDNT 


the modem itself and sort out 
such housekeeping problems as 
word length and parity so that 
the receiving modem on a sys- 
tem is sent what it Expecis to 
receive, a turther problem can 
arise from lack of compatability 
with software. Clearly the com- 
puter thatyou wantto talkto and 
your computer both need soft- 
ware to organise a multitude of 
functions be it simply transmit- 
ting chunks of text to another 
computer or sending a message 

to a mailbox on a large system. | 

The problem is that each com- 
puter has a different view of the 
outside world. For example, 
problems mav be caused by | 
incompatible character seis. 
Prestel would never understand 
what a Spectrum SYMBOL 
SHIFT keypress was meant to 
mean, but sofiware converts it 
to be sent as a star — that's fine 
because the Prestel machine 
knows that the star means an 
instruction is on it's way. Saves 
a lotofargumentand down time 
ba psd computers does 

are. 

di tai ds that no matter 
how smart a modem is, without 
the software it's just a pile of 
chips and capacitors. The soft- 
ware that comes with the VTX 
and the Protek modems is able 
to convert the Spectrum's 
output into a form understood 
by Prestel, and a few more | 
clever tasks besides. 


line loaded to tape ready to be 
sent when you are on line. The 
VTA can be used as a user to 
user modem to allow vou to 
communicate with other users 
so long as the same V.23 stand- 
ard is observed. Other software 
is available for the machine 
which allows you contact data- 
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GETTINGIT ON 
MICRODRIVE 





interface 3 

supplier: Evesham Micro 
Centre 

Retail price: £39.95 


By now you will have seen a few 
ads from the chaps at Evesham 
Micro Centre claiming that they 
can sell vou à machine that 


transfers any program to micro- | 


drive, Well we wouldn't blame 
vou ifyou took itwith a bucket of 
salt: We did. Imeanto say trans- 
fer any software, get past a// 
protection? come on chaps. 


| Evesham Micro are not exagger- 


ating, Interface 3 will load every 
game from tape to microdrive, 
with no exceptions. CRASH 
technospert Franco Frey tells me 
lhat the actual electronics in the 
box are pretty old hat, not to say 
cheap, but the way the thing has 
been worked out makes it a 
masterpiece. To transfer tplease 
note fanatical avoidance of the 
word copy!) a program follow 
nine simple steps; 


|. Attach Interface 3 to Spee- 
rum 

2: Load game 

3. Eind place in game where it 
naturally pauses 

No stops to display 

sepre/ 

q. Push red button 

5. Insert blank tape and hitanvy 


bases and buúlletin boards that 


use the same speeds but trans- 
mit text im an rolling form as 


 opposed to screen by screen. 


Specnet by Stephen Adams 
costs £5.95 and a similar pack- 
age by Stephen Gold can be 
downloaded from Micronet for a 


small charge. 





ml 


mr in" inta 


key 

6. Watch file save 

*, Take off interface and foad 
the transfer software 


& Follow prompts to load the | 


game tile 
9, Follow prompts to save file 
with new header to microdrive. 


That's it. The whole operation 
can take less than fifteen min- 
utes and what you get at the end 
ig à perfect microdrive version of 
the game that starts from where 
a stopped it, 

he device is totally passiva 
until yôou press the button, So no 


The Protek 1200 Supplier: 
Protek and high street shops 
Price: E39.95 


The battery powered Protek 
machine is £10 cheaper than the 
VTX, but it presents the disadv- 
antages of having to load the 
software into your machine 
before you can go on line. Also, 
the modem is acoustically 
coupled, which can give vou 
some very undignified mom- 
ents as you try to squidge your 
handset into the two rubber 
cups. f you have a trimfone or a 
phone in a style other than the 
traditional one then forget it, but 
being battery powered he 
modem has certain portability 
advantages (only really advant- 
ageous when you get your Spec- 
trum running off batteries too, 
though!) While the software Is 
as useful as that of the VTX it is 
not as easy to use since some 
functions require you to load in 
the odd chunk. Ifyou want to use 
the modem user to user vou 
have to agree which one of you 
is to be the original sender and 


who is to receive and then load | 


inthe appropriate code. With the 
VTA modem you only have to 
slide a switch. 


| the 
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one of those smarn anti- 
hacking methods will work be- 
cause you don't have to load the 
game from the -start — so they 


| died as well not be there. 
The software supplied with | 


interface even checks 
through the loading screens for 
hidden machine code, if there 


“isn't any then why waste space 


saving the pretty piccy? One 
other useful little trick the box 
can perform is to take a snap- 
shot of whatever is on the 


screen, When you press the but- 
ton, that screen is then saved as 


Conclusion 

In my opinion the extra £10 for 
the VTX modem is more than 
justified. It is easier to use and 
simple to set up, itis moderately 
idiot proof as well as being neat 
and tidy when in operation, The 
onhy advantage that the Protek 


m |) E] E] E E = 


game can detect its presence. | a SCREENA, 


E 1] ã E |] 






At nearly E40 Interface 3 15 à 
considerable investment but as 
If seems to beat all other transfer 
systems hands down it is a cert- 
an method of getting your fav- 
OuUrte games onto microdrive 
and thus onto your computer in 
a much faster time. Since you 
have pald out so much for those 
anyway, and many software 
houses seem to do little to help 
vou utilise them, it must be 
considered a worthwhile invest- 
ment. 





may have is that the acoustic 
e ap could, intheory, be used 
w any computer that can 
suBpry nt with R5232 input pro- 

ing you can write, buy or 
scrounge the appropriate soft- 
ware to drive it. 
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FRANCO FREY, now fast becoming a leading authority on how to draw things on a 
computer screen, concludes his review ofthe Creative Sparks utility that aims to turn you 
into an artisitc genius. ... 


LEONARDO PART 2 


Having got rid ofthe general drawing facilities of LEONARDO in the 
last issue of CRASH, several of the more exotic routines such as 
windowing and the programmed drawing facility can be examined. 


Leonardo must be the most comprehensive drawing utility for the 
pectrum, offering a multitude of options which might or might not 
prove useful to the user. Careful examination should avoid any 


disappointment as to how useful all the various functions are and 
should also provide some help in assessing the performance of the 














WINDOWING AND 
PICTURE 
ELEMENTS 


A window may be defined in the 
picture by setting the two 
opposing corner points of the 
frame. The lower left corner is 
set in cursor mode by pressing 
key 2 with the cursor in the 
desired position, the top right 
comer with key 3. To display the 
edge of the window key 4 will 
provide a black frame, Key 6 will 
save the window element into 
the computer memory as pic- 


“ture number 1, To recall at a later 


stage the stored picture, key 4 
will reveal the window. Key N is 
pressed and the desired picture 
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competition. 


number entered. The program 
then prompts for the display 
mode. This can be either print, 
add, common or difference, 
executing either replace, logic 
or, logic and and exclusive or 
operations with the existing 
pixels within the window, The 
different modes provide inter- 
esting effects and these can be 
used to advantage. For example 
logic and (common) can be used 
to fill solid objects on the screen 
with any pattem created and 
saved as a window, The picture 
element can be used as a brush 
by setting the x and y steps to 
the same width and height of the 
picture element and after having 
pressed L and toggled the 
joystick button or O ho pattern 
can be painted by moving the 
cursor over the screen. 


MAGNIFYING 


PARTS OTHER 
UTILITIES 
CANNOT REACH. 


Magnifying makes use of the 
windowing technique. Only a 





small area of the screen can be | 
magnified. The program will | 


warn the artist if the area select- 
ed is too big. Placing the cursor 
at the lower left comer and 
pressing D, moving to the upper 
right corner and pressing D 
again will locate the area to be 
magnified. The cursor is posit- 
ioned in the receiver area and 
shift D will initiate sean pa 
Prompts for x and y magnific- 
ation factors must be answered 
and the program will copy the 


CREATIVE SPARKS 


designated window in magnif- | 


ied form. By magnifying onto 
the original window area the 
process can be repeated several 
times. 


UDGS AND 
PRINTING 


CHARACTERS 





UDGs are created in pixel cursor | 
mode with the use of the plot-. 


ting or drawing techniques 
described in part one. Once the 
graphics have been created, the 
cursor 15 positioned at the top 
left comer of the area to be 
stored and the cursor step is set 
to 8 wide by 8 deep. After press- 
ing key T the program prompts 
for the memory location of the 
UDGs. This can be either in the 
Spectrum's usual UDG area À - 
U,-or into the main store which 


can hold up to 774 characters. 


iselect any of 1 - 774 start pos- 


itions). X and Y block size i5| 


asked for and the graphics are 


copied into memory, To display. 


the UDGs character cursor 


mode must be selected and. 
characters printed im graphies | 


mode. This can be done with key 
P, which sets a line of text or 
Uls that is repeatedhy printed 
at the cursor position, or key L 
which prints a block of UDGs in 
various ways on the screen. The 
function prompts for the UDG 
memory area (A-U or 1-774) and 
the block size. The block can be 
inverted horizontally, verticalhy 
or not at all by answerin 
por and similarty rotated 0, 
- T80 or 270 degrees clock- 


| wise. In fact by combined use of 
save UDG and Print Block any | 


area of the screen may be invert- 
ed andor rotated, 
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| F (Picture) will 





| PROGRAMMED 





DRAWING 


Leonardo provides a routine 
drawing of figures and patterns. 
This programmable feature 
provides the facility for drawing 


| patterns and shapes, singly or 


repetitive at linear or non-inear 
scale expansion, translation and 


| rotation, Key E displays the. 


Draw Table. The Table displays 
all the parameters which can be 


set and is also a menu of avail- | 


able options within Program- 
med Draw. Each parameter can 
be set in turn or skipped with 
Enter. Scale sets the initial scale 
factor for the first drawing oper- 
ation with the beginning point 
as Origin. Scale increment is the 


amount added to the X end Y | 


scale factors after each drawing 
operation. Start gives the relat- 
ive position to the beginning 
point of the start of the next 
drawing process. Link is the 
int relative to the start point 
rom which successive drawing 
operations take their beginnin 
point. Displacement is the absol- 
ute displacement for each suc- 
cessive drawing operation. Rot- 


ation is the initial rotation in | 


degrees of the first drawing 
operation clockwise about the 
beginning point. Rotation incre- 
ment is the additional amount of 
rotation to successive drawing 
operations. Cycles is the 
number of drawing operations 
to occur automatically. Three 
different brush modes may be 
used. À (Picture) is used for pic- 
ture mode and the picture 
element together with the mode 


of drawing (print, add, common . 


or difference) has to be entered. 
B (Coords) is used for figure 
mode and the first and last 
coordinate pairs to be used from 
the Figure Table for the creation 
of the figure. The Figure Table 
contains up to 10 coordinate 

airs, so that quite complex 

3se il may be used, The 
Figure Table may be called up 
with |. C (Brush Mode) is the 
mode in which a rectangular 
brush is used if Brush is select- 
ed. The brush size is determined 
by the scale factors and the 
mode can be set repeat 
This can be Plot, Unpiot or 
Invert. 4 drawing modes may be 
selected. D (Line) will join each 
cycle with a line. E (Figure) will 
draw the defined figure at each 
cycle of the programmed draw. 
deposit the 
defined picture element at each 
cycle of the function. G (Brush) 


will draw the rectangular brush | 


ateach cycle of the programmed 
draw. Last there is a Reset opt- 
ton (Hj which will reset the first 
e parameters to their initial 
values, Although complex, the 
programmed draw option is 
quite fun to use and easil 
learned. The complexity will 
uarantee some rather fancy 
soma graphics, especially if 
enough time is spent playing 
with the various parameters. 








Leonardo provides the facility of 
scrolling the entire picture or 
only the part within a window. 
Scroling in any direction may 
be accomplished by scrolling in 
several steps. Picture and 
attributes are secrolled individ- 
ually. Scrolling the entire picture 
may therefore be useful for settl- 
ing attribute border problems, 





FEXTURE . 


Cover is a function which gener- 


ates interesting texture. Ituses a | 


sconina technique. The picture 
is serolled a distance and in the 
direction chosen, and copies 
itself repeatedly filling to the 
edge of the screen. The entire 
screen or onhy the pixel window 
is “covered” upon selection and 
after giving the direction of the 
scroll movement the repetition 
interval must be entered. 





IN CONCLUSION 


Leonardo has a tremendous 
amount of functions to offer and 
anyone with the doodle bug will 
get lost in the maze of options 
pica in this package. The 
rogrammed Drawing Feature 
alone can keep anyone awake 
for several nights. Às a serious 
screen development tool for 
rofessionals the program is too 
ancy. Here Melbourne Draw 
with the excellent magnifying 
option for detailed pixel work is 
still unbeatable. But Leonardo 
aims at à very different user, By 





| providing an immense amount 


of special functions Leonardo 
can be seen as a game in its own 
night, where the user takes a 
very active and creative role. 
Leonardo is very user friendly 
with its mary menus and tables. 
Loading, saving and creating 
pictures, UDGs or non sereen 

raphics is straight forward and 
there is a prompt round every 
corner. Leonardo uses a 











signalling system to inform the 
user of the program's condition. 
Whenever operating, the 
program draws a colour coded 
strip to indicate the state of 
affairs. This is especially useful 


“for the programmed Draw | 


mode, leaving no doubt as to 
whether psd awtful has 
occurred or not. The 100 page 
manual is written as a straight- 
forward introduction to all the 
operations and functions of 
Leonardo with extensive exam- 
ples on the Programmed Draw 
mode, Now, what about all 


| these competition entries. ... 


P m: Leonardo 
Producer: Creative Sparks 


| Memory required: 48K 


Retail price: £9.95 











The Dk'Tronics three channei 
sound synthesiser is a fairly 
Rey little gadget which, for E30- 
odd, upgrades your standard 
BEEPing Spectrum to a machine 
with sound capabilities compat- 
able to those on a BBC or 
Amstrad. Based on the AY-3- 
8912  programmable sound 
generator chip, the unit comes 
complete with a plug-in speaker 
and cassette based software to 


The Dk Tronies Sound Generator intarfaco: 


KEEPING UP WITH 
THE SlDses 


get you started, 

The chip itself has fourteen 
registers, which may be access- 
ed from the BASIC 'OUT' com- 
mand, and sounds may be con- 
trolled on the three channels 
available. This direct approach 
is probably not for the beginner, 
and to avoid total despair on the 
por of the new user Dk'Tronics 

ave thoughtfulhy written some 
software which allows you to 


what appears to be a converted car speaker. ... 


interact with the chip by driving 
a Cursor round the screen. Dis- 
played options may be selected | 
with a single key press — or by 
peesina Tire" if you've added a 
inclair or Kempston joystick. 
Adding a joystick is advisable, 
as itmakes programming sound 
effects from the screen menu 
simplicity itself, as the software 
is really very slick, taking the 
pain out of experimentation and 


hiding a three- channel sound chipaided and abetted by 
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allowing the complete novice to 
start making a respectable 
racket very quickly! 

- Using the demo Music Des- 
igner software, you are able to 
program up to three tunes lor 
sequences of sounds), using all 
three voices simultaneously and 


phones. Connecting the output 
to your stereo is also a viable 
option, especially if you want to 
hear the delicacies of the env 
elope shaper, but be caretul. It 


would be fairly easy to damage | 


your speakers ifyou don't watch 
the volume level. 


record” them into memory. From the musical point of 
Únce you've set up a voice with | view, the unit is definite valotof 
the associated parameters of | fun, butitis not really capable of 
waveform (either tone or noise), generating the more complex 
enveloping, attack and decay | sounds that a musician might 
and shape, notes may be enter- | expect. The attack and decay 
ed into memory by moving the | isn't quite true to form, altering 
cursor up and down a keyboard | the pitch of sounds rather than 
displayed at the base of the | the amplitude (volume), which 
screen and pressing “fire to | is a litle naughty, and not the 
enter a given note, As each note | way a true music synthesiser 
18 added to your growing comp- | works. Similarly, the manner in 
osition, it is played back to you, | which the wave forms are man- 
and a simple editing function ipulated by the envelope is inter- 
allows you to space back to the | esting, but not really conducive 
last note added to the stream | to really first raté music 
and delete or change it. synthesis. 
ENVELOPE 
0060 | 
TOME OFF SHAPE o 
TENPO OTE, TUME 1 REC PLAV [RETI 
SP pu er ES BE a E ar 
——es o —emifigi e 
= ——— meme 0 emeitõ—|+— es a 
ne a e 
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The title screen from the Sound Generator's musical softwaro. 
Plug a joystick in and drive the cursor around to assembis 


your tune. 





The instruction booklet that 
comes with the unit is the tiniest 
bit impenetrable, but all the inf- 
ormation you might require to 
program the unit directly is 
there, À little time spent experi- 
menting with the demonstration 
software would certainly pay 
dividends if you wished to delve 
into programming the sound 
chip directly. Most people would 
probably be quite happy to stay 
with the software supplied, 

One minor niggle with the 
program is the fact that you 
cannot immediately hear the 
effect of changes you make to 
the wave formations — it's nec- 
essary to keep scampering 
down to the screen keyboard 
with the cursor to play à note, 
which can get a bit frustrating. 

The unit itself, quite naturally, 
fits onto the edge connector, 
and sound is output via à mini- 
jack socket on the top of the unit, 
which has a little volume knob 
for you to twiddle. Don't be sur- 
prised if you soon get disapp- 
Ointed with the effect of twidal- 
ing this knob when the speaker 
supplied is connected — the-out- 
put level is little short of wimpy, 
and is better suited to head- 
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resents good value and is well 





To be perfecthy fair, the unit is 
sold and described as a sound 
synthesiser, and for the purpose 
of experimenting and gener- 
ating interesting sounds (which 
may be incorporated into your 


Own sofiware|, the package rep- 


supported by the Music Design- 
er software. If tuneful and mora 
complex sounds are your goal, 
the Dk'Tronics package could 
prove a bit of a let down. 
However, if you are thorough- 

ly bored with the possibilities of 
EEP, and want to go a stage 
further in computer sound 
eneration, the facilities offered 
y the sound Synthesiser will 
allow you into the same league 
as BBC and Amstrad owners. H 
you really wantto be a co Ara 
musician, then there's probably 
not much of an alternative to 
lashing outona Commodore 64, 
which contains a very smart 
custom sound chip by the name 
of SID! 
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Tha SLOMO Pacesetter: slow motion gameplay. LED 


INTERFACE 


ID 
pai NAAS 
| 





indicator and Kempston Protocol for £ 14.95 


one? 


Datel's Switchable joystick interface — 3 for the price of 





e dem Fi 8 = : 


Well, we were right! Nidd Valley 
Micro Products were in touch 
with us shortly after they read 
the review of Dk'Tronics' speed 
controller in last Niche to let us 
know about their two products, 


the Pacesetter and Program- | 


mable Pacesetter, 

They also asked us to point 
out that SLOMO will crash some 

rograms if freeze frame is held 
for too long on some Spectrums 
as the memory refresh cycle is 
affected — but then so will the 
Dk Tronics unitwe are told. Nidd 
valley also mentioned that they 
have a Patent application pend- 
ing on the device which could 


mean that someone might just | 


end up infringing their Patent 
rights... 

Nida Valley also pointed out 
that their SLOMO and joystick 
interfaces are Quickshot |l com- 
patible, which it appears, the Dk 
device isn't, 

The basic Pacesetter has the 





LED that Dk's could have done 
with to let you know when the 
SLOMO was active, and res- 
ponds to the Kempston proto- | 
col. All this for £14.95, 

The Programmable version, 
as its name suggests, allows you 
to program the joystick moves 
ment keys into its memory, and 


| has the same SLOMO controls 


as its little brother — F29.95 for 
that one, 

Interested parties may contact 
Nidd Valley Products Ltd on 
0423 864488 


ONot to be left out, Datel Elec- 
tronics announce their switch- 
able joystick interface, which 
accepts KRempston, Cursor and 
ainclair Interface 2 protocols, as 
well as the rapid fire feature of 
Quickshot 2 type joysticks ..., 
£12.99 for that little black box of 
ria They live on the end of 
782 273815 
Ever felt spoilt for choice? 
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FOR SOME TIME now one aspect of adventuring has become ever 
more prominent in my mind as I've walked through a local park. This 
park has a river flowing through it, buildings of some interest, both 
genuine historical structures and more fanciful follies, alongside the 
traditional embellishments of a city park — layers of flowers of every 
| hue lining sinuous pathways. What struck me on my stroll was the 
| Fealisation that every device needed to fill an adventure lay notin a 
darkened room festooned with the latest bits of microcomputer 
hardware, but out there in the sunshine and sudden summer rain. 
| Why not base an adventure on this very park? This got me thinking 
| about adventuring and microcomputing and where it was all going, 
Why indeed had adventures come to be based upon myth, legend 
and fantasy when they could concern themselves with the real world 
and all its infinite variety and natural abundance, 

| noticed a líttle while ago an artist featured in CRASH went to all 
the trouble of obtaining a real specimen before attempting to draw 
an ant. Rig hthy, the artist judged no better feel for the subject could 
be infused into his work than that derived from the real thing. So ltis 
with novelists. Authors, even when they can't visit the real location 
which provides the backdrop to their book rely upon the most auth- 
entic second-hand accounts they can find, such as tourist guides, 
| Street maps ahd other novels, and by so doing, enrichthe final draft. 

dventures, until greater memory and perhaps finer resolution 
can produce more meaningiul graphics, are closely related to the 
short novel and it is nothing short of amazing that no-one has 
atiempted to write an adventure which deals with a real lifestructure 
or situation. Surely there is an area between frivolous amusement 
| and erudite education where microcomputing can play a part in 
broadening our whole perception of where studying and work finish 
and leisure and relaxation begin? It seems onhy fair that micro- 
computers should cushion the bumps along the road of social up- 
heaval which leads to the revolutionary world of computers and 
robots (remember them? They were all tha rage on Afternoon Plus 
Pan two years ago when discussing the future seemed like a good 
ed). 

How about an adventure where the subject matter concerns itself 
with a real Scottish castle and a story which gives an authentic 
rendition of its history? Or perhaps it could traverse a real park (say 
Hyde Park in London, Central Park in New York or your local 
Jesmond Dene) whereby at the end of the adventure the player has 
not only enjoyed an entertaining game but has also picked up the 
rudiments of sore tourist spot, 

Two games this month had me thinking even more about the 
| possibilíties. Although | do not know for certain, | think an 
Arengarvon Castle does not truly exist in NW Scotland, and when 
considering the layout of the submarine in Sub Sunk Hind it hardto 
believe the author has consulted any reputable works on the subject 
of submarines or their internal design. lt is hard to imagine indeed 
| any author embarking on a novel concerning submarine warfare 
without first consulting the facts so freely available to anyone with 
the time and tenacity to unearth them. By and large, consid gring the 
high standard of published novels, mest authors look on research as 
an essential prelude to writing itself. It is my hope that adventure 


authors will consider carefully their subject matter and what relev- | 


ance ii might have. 











OF THE 
RINGS 


Producer: Delta 4 





| Software 


Retail price: £5.95 
Language: Quill & 
lustrator 

Author: Fergus McNeil 


When | was at tech college 
taking one or two A levels 
imakes them sound like long 


cool drinks which in many ways | 
is what they were) | remember | 


some. member of an adjacent 
peer grouping going on about 
some great book he had just 
read entitled something like 
'Bored of the Rings which app- 


| arently was a send up of the 


Tolkien classic. | was at that age 
tand a good age, methinks) 
when things like Tolkien and 
otar Trek were such, brilliant 
stars against the dour backdrop 
of everyday existence (activities 
ke hoovering corduroys and 
searching for green biros that 
work) to denigrate, such was the 
esteem in which they were held, 
Of course the vears have 
brought their changes (| now 
regard hoovering corduroys a 
pe rfectly respectable recreation) 
ut my increased background 
cynicism only gently impinges 
upon these great works as | still 


largely regard them as timeless | 


lassics (Tolkien the incongruity 
of belisvable fantasy, Star Treka 
fresh, scientifically optimistic, 
look at'the future). 

Now you're thinking, this can 
hardly bê a kindly introduction 
to a game which satirises Tolk- 
ien's greatest work. Well, des- 
pite early reservations, | can say 
this game is mostly amúsina, 
which you mightexpect, but fur- 
ther, is true enough to the orig- 
nal to be an interesting version 


“in tits own right. To summarize, 


all the names have been 
changed but the story's the 
same. The booklet which 
accompanies the program is 
broader, parodvying other such 
quides which accompany other 
such ja leads The Foreword 
and Prologue are disarminaly 
honest concerning the beginn- 
ings of this work, 


| overdraft. All is sweetness and 


redesigned 





| ien's provides much humouro Ls 


“tons include a Farmer Faggot's 


One or two facets of this game | 
mark it out in:my fnind. One is | 
the submission of my review 
game on a microdrive — the first 
so far — and with the occasional 
shove in the right direction it 
performed just fine (elaborating 
on these shoves, however, 
might  weaken | microdrive 
sales)! Another is a letter from 
Fergus McNeil of Delta 4 to 
Ltoyd, the man who gets the 
grames, which is about as friend- 
ly às my bank manager's asking 
me ifl should like to service my 


roses when Lloyd gets a ment- 
ion but | am made cut to be the 
uncaring oaf who delights in 
stamping on any game that 
doesn't come upto the mark and 
pressing it firmhy into the sub- 
stratum, The annoving thing is 
Is all true! | 
| Despite the above, and the 
mention of a rival magazine in 
its HELP reply (not many rivals 
left now) this game has got that 
little something going for it. The 
character set is 
attractive, the pictures are gen- 
erally passable and more impor- 
tant, quite fast [though the first 
15 remarkably similar to that of 
"he Hobbit — no — identical 
were it not for the chest) and the 
storvline is pao a very full 
computer verston of the original 
Tolkien classic. By the way, | 
mentioning the Bored of the 
Rings book is no less than in- 
flammatory given the afore- 
mentioned letters express 
desire not to be associated with 
the Harvard Lampoon book — 
whatever that may be. 

Working out how the Bored 
names (and | exclude the myst- 
erious Judith who seems to crop 
up everywhere) relate to Tolk- 


diversion. Can you som out 
some of the following? — Fordo, 
Bimbo, Spam, Pimply, Murky, 
Tom Bumbadil. Place names get | 
the same treatment with a 
Brandname Bridge, for exam- 
ple. looking rernarkably like the | 
Forth bridge. Other abbrevia- 


Triffid Farm and a trendy boddy- 
popping barrow wight. 

tarting the game you are 
quickly introduced to the hum- 
our which pervades the whole, a 
gentle lampooning which keeps 
to the character of the Hobbit 
world itself. Bimbo disappears 
with a large explosion killing 
several of his boggit quests 
while a little later Bimbo and | 
Gandalf discuss the small task of 
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E 


ridding themselves of the ring 
“and so we'll need to get 
some dense lemming to take it 
and dump it where old eyeball 
cant get it... They both looked 
at Fordo'. An aspect of play 
really strikes home early on — 
the fact that copious amounts of 
text can be produced simply by 
pressing any key. This, | am 
sure, is all part of the send up 
and makes the game all the 
more humorous for it; Nothing 
quite beats that faintly. ridie- 
ultous feeling you get on discov- 
ering how the game allows you 
onward no matter how clever (or 
dismal!) your attempts — | onhy 
hope telling vou about this 
won't detract from your own 
feelings of embarrassment. 
Bored of the Rings Is not as 
boring as the title might suggest 
and has obviously been con- 
strued by a programmer who 
enjoved Tolkien's original. lts 
humour is directed both at the 


world of the hobbit tor boggit in 
this case) and more broadly at 


the whole adventure fraternity. 
Being someone who has been 

knoven to laugh at himself, for 
example, when munching mint 
peas and contemplating a pile of 
screw-in hght Dulbs, | welcome 
the opportunity to laugh at the 
whole fantasy /adventure world 


| in a way which remains true to 


that world. Às if checking the 
internal temperature of a thick 
pizza with a carefully inserted 
index finger Iwiry does this col- 
umn always degenerate into 
food)? | make a habit of prod- 
ding my way into the uncharted 
depths of an adventure. This one 
has three parts. Probing part two 
E found much to commend con- 
firming what | had suspected — 
this game has been dutifully 
constructed and carefully 
finished. 


Wo NES 


Dificulty: mostly quite easy 
Graphics: a few but not 
bia good 
resentation: nice redefined 
character set and colours 
Input facility: basically 
verb'noun 
Response: instant, except 
where pictures are drawn 
General rating: quite good 


Atmosphere 8 
Vocabulary: 7 
Logic: 7 
Addictive quality: 8 
Overall value 2.5 


———————————————————— um mo a 


TINDER- 
BOX 
Producer: Gremlin 
Graphics 

Retail price: £4.95 


Language: BASIC . 
Author: Colin C Chadburn 


Tinderbox is à Softaid suppor- 
ive product produced by Grem- 
lin Graphics. All profits will be 
donated to the Ethiopian Relief 
Fund. The game comes com- 
plete with a whole storybook on 
tape and has options to select 
the colours on screen and 
whether or not to display the 
pictures. 

Tinderbox is a fairytale adv- 
enture very much aimed at a 
young audience and is the story 
of a common foot-soldier and 
his rise to become the husband 
of the beautiful rincess, 
Howella, On one side of the tape 
the whole tale is laid out before 
vou so making the game itself 
that much easier and tells of 
how Tom, the wounded foot- 
soldier, leaves hospital with 
only a sword and five golden 


E 





guineas to his name. Toying 
with the idea of turning in his. 
sword at the pawnbrokers he | 
begins to wish he'd listened to | 
his mum and become a Civil | 
Servant. 

A fortune teller 15 much dis-| 
turbed by. his presence as 
legend has it that the princess, | 
the o, do pride and joy, willend | 
up the bride of a common foot- | 
soldier. Tom, naturally enough, | 
thinks this not such a bad turn of 
events and decides to do his ut- 
most to make the prophesy, and 
his dearest wish, come true. 
Crucial to his success is the 
witch's tinderbox which magic- 
ally controls the ferocious 
hounds, Winning first prize in 
the local archery competition 
impresses the Captain of the 
Royal Guard and wins him a 
magnificent lute with which he 
serenades the princess, winning 
her undying admiration. But 
how to exile the king to an 
island, and how to escape the 
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jail are problems which lie 

etween him and the glorious 
wedding. All obstacles are over- 
come in the end and Tom be- 
comes the Prince Regent, help- 


ing the princess in matters of 


state and ending the king's des- 
potic rule over the land. 


COMMENTS. 





Difficulty: very casy, aimed at 
the younger adventurer 
Graphics: very small graphics 
on Some locations 

Input facility; verb/noun 
Response: reasonable 
General rating: one of the very 
few adventures catering for the 
vounger player. 


Atmosphere 
Vocabulary 
Logic 

Addictive quality 
Overall value 
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AREN- 
DARVON 
CASTLE 


Producer: Addison- 
Wesley Publishing 
Company 

Retail price: £5.95 (Book) 





 €5.70 (Casstte) 


Language: machine code 
Authors: Hal Renko,Sam 
Edwards & Arend 
Rensink 


| Playing adventure games can 


become quite monotonous -at 
times when each has the same 
ingredients and, in some cases, 
the same problems. So il was 


with a certain especial relish | | 
“loaded up this game which 


promises something a little 
different from the rest. The point 
is this game is 80 different that 
for £5.95 you don't load it up — 
vou type itin!itis a book (or just 
a book if you want to be derog- 
atory about it). However, should 
the thought of typing machine 


| code listings into vour Spectrum 


Bill you with horror, you can 
additionally buy a cassette with 
the programming already done 
for you. Hence we have a Micro- 
world Adventure for the ZX 


Spectrum from the book pub- | 


lishers Addison-Wesley with an 
International Standard Book 
umber, 
This game is a noble attempt 
immerse the player in 
the worid of Arendarvon Castle 
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| Great, most powerful 





supposedly situated in the far 
NWV of Scotland. You play the 
role of a journalist who has dis- 
appeared while investigating 
the strange pastofthe castle. At 
your disposal are the numerous 
newspaper cuttings and mag- 
azine articles detailing its mys- 
terious past along with a guide 
which includes detailed pictures 
of both the inside and outside of 
the fortress. Set against the des- 


| olate, barren but wildly beautiful 
highlands the castle is at once 


Imposing, 
invincible. 
The rather substantial and 


impregnable and 


crisply produced book contains | 
a great deal to keep the player | 


occupied for some time. À brief 
introduction leads you om into 
the journalist's article itself 
which tells ofhow the journalist, 
speaking aloud a timeless 
ridole, finds himsetf transported 
to the castle within — a world of 
magic and wondrous happen- 
ings. A tall man dressed in a 
fantastic cloak and tall hat 
speaks to the journalist with a 
rich musical voice, ft is Zazar the 
i of the 
ancient Order of Magicians. He 
relates how by uttering the 
riddle aloud the journalist has 
comuited himself to a quest 
beyond his imagining. “Your 
task is this, he goes on, 'to re- 
trieve the all-powerful cube of 
magic and the subtle spells 
associated with it”, The balance 
mn egquitbrum between the 


simple laws of Earth Science | + 
15 better then that for BASIC. 


and the higher laves of alchemy 


can onhy be restored by regain- | 


ing the cube of magic. 

À Guide to Arendarvon Castle 
follows detailing its history 
along with the pertinent facts 
concerning The Library, The 
Armoury, The Bedroom, The 
Great Hall, The Chapel and The 
Sitting-Room. Reading these 


| Sections is vital for your under: 


standing of this game as within 


| is much that will help you distin- 


guish those areas most helpful 
io your quest. A whole section is 
devoted to James Douglas, a 
most celebrated sorcerer and 
instrumental alchemist, who 
once inhabited the castle and 
created the magic sign and 
alphabet where the letters them- 
selves are a reservoir of The 
Forçe. 


The second part of the book | 


concerns itself with playing the 
adventure and begins with a 
super summary of the difficul- 
ties crafting an adventure game 
can present, the chief one being 
communication. This project 
has chosen a sensible solution 
to the user-friendiiness prob- 
tem; it lists very precisely which 
words can be used and how and 
when ep are most useful, A 
definitive list of 8 spells (eg Rev- 
gal, Charm, Disclose! is followed 
by the commands listed under 
subheadings such as Door 
Handling Commands (Open, 
Close, Lock, Uniock, Strike) and 
Object-Handlin Commands 
(Take, Drop, Give, Put, Strike, 
Use). Each of these words is 


ers Limited, 


| RG11.2NZ, 


Logic 





given the full treatment in order 
to dispell any remaining ambig- 
uity. How about this description 
for TAKE. Syntax: Object-ciass, 
Ertect: The object comes into 


| Four possession, on condition it 


is nottoo heavy for you to carry, 
His a fluid, you drink ft; ifthe 
object can be worm you put iton, 


Examples: take sword, take the | 
-coat. This detail is shown for 


each and every word which can 
be used in this adventure and 
although it may seem at first 
iong-winded proves.in practice 


| to add considerably to its play- 


ability. 

“H you know anything of my 
views Of adventuring you might 
guess that | most welcome this 

ind. of detail. releases the 
players from hours of tedibus 
word-matching and gets them 
straight into the more enjovable 
aspects of exploring the fantasy 
world before them. It is some 
indication of the thought put 
into this game when the authors 
have tackted the absurdity of 
being able to pick up objects of 
varving weights with the same 
esse. Here this problem is 
tackled by insisting on a consid- 
erable forteit of strength when- 
ever a heavy object is picked up. 
On buying this book a far more 
pressing problem may surpass 
all others, The task of typing in 
the program is an onerous one 


| but is made more bearable by 
-“splitting the workload up into 7 


sections, one for each day ofthe 
week, and an errór-check which 


But of course, ifvou feel flush 
enough to pay Addison-Wesley 
the additional £5.70for the tape, 
vYOu can enter the word of 4ren- 
garvon Castle immediately and 
mn the normal way. Incidentally, 
although the book is sold on its 
own, the cassette 15 not; this is, 
after all, am attempt to involve 
the adventurer in the process as 
well as the game, But the radical 
approach of this game and its 
unrivalled documentation may 
E make the program inputting 
abours worthwhile-as the game 
has a special flavour and atmos- 
phere all of its own. Arendarvon 
Castle is only available direct 
from AddisonWesley Publish- 
Fmchampstead 
Road, Wokingham, Berkshire 
telephone: 0734 
734000, 


VE IE 


Difficulty: moderate 

Graphics: none 

Input facility: verb/noun 
Response: instant 

Special features: program typed 
in from book (optional) 

General rating: quite good 


Atmosphere 
Vocabulary 

Addictive quality 
Overall value 7 
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Producer: Firebird 
Retail price: £2.50 
Language: Quill 
Authors: Peter Torrance 
& Colin Liddle 


Sub Sunk is one of two cheap 
oHerings from British Telecom's 
Firebird. label reviewed this 


month. This is probably the bet- 
| terófthe two as itconcerns itself 


with just the one immensely en- 
gaging activity — that of escap- 
ing from a sub sunk to the bot- 


tom of the sea by a surprise | 


enemy attack. 
You are Ed Lines a reporter 


from the Seafarers Gazette on | 


board the Sea Lion assigned to 
write an in-depth insightinto life 
aboard a modem working sub. 
An alarm bell rings and before 
the sub can submerge the crew 
are overrun by the enemy who 
fail to find our intrepid reporter 


“hiding under a bunk in the ward- 
| FOom. Your prime objective now 
is to get to the telex room to 
send the message that will bring | 


à FeEscue party. The message Is: 
sub-sunhk. 


Up and running, the program | 


has an attraclive appearance on 
abiw TV, but bright white glares 
too strongly om a colour set. 
Since this reviews on the whole 
favourable let's just say | played 
the remainder on a b/w set after 


| the glare ofthe coloured instruc- 
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ai t eve command. 
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| don't understand that. 
different words. 


ne what to do. 


tons, and in monochrome, all 
tooked well. For an inexpensive 


| Quilted da the graphics are 
presenta 
| tather good (as im the sickbay 


le and sometimes 
and the cold store). What's 
more, im places like the control 
room, with its sonar display (and 
bleeps), and in the reactor com- 
partment, the control 
show some life like the flashing 
control desks which lined every 


spare inch aboard the sub in 


Voyage to the Bottom of the Sea 
Captain, a huge octopus has 


grabbed the ship' — “don't just | 


stand there, meit 10lbs of oil and 
serve with a little garic'). 


Emust say, for the asking price | 
| thought-this game wasn't at all | 


bad. The logic required to solve 
one or two of the problems was 
thin in sore places and suspect 
in others but anyone who has 
played many adventures can 
soon get that sel-congratulat- 
ory glow of satisfaction within a 
reasonably short space of time 
as problem after problem biteés 
the dust. The balance between 
getting somewhere and solving 
problems is about right and on 
your travels you will find much 
to keep you interested and ent- 


ertained. As you might guess 
the DDDeep FFFreeze 
CCCComparitment iz rather 


cccold, so much so you are 
Sonda returned back to the Cold 

tore before you freeze to a 
block. Most of the rest is freely 
accéssible right from the offand 
almost all you care to examine, 
pull or otherwise fiddle about 


| with causes something to hap- 


pen, Or gives an opportunity for 
the program to show off some 
new witticism. In the torpedo 


handling area PULL LEVER and | 


whoosh! À huge column of air 
leaves the tube”. In the Control 
Room EXAM SONAR to find 
“You're on the sea-bed matey!". 


| In the Navigation Area you can 
| Examine the map but the tom 


bits left reveal little that's intel- 
igible. | cant remember a single 
location where something new 
wasn t discovered with only the 
most cursory poking around, 
Sub Sunk is a much fairer 
attempt to bring adventuring to 
lhe cost-conscious consumer 
than, say, the offerings from 


panels | 








Scorpio reviewed earlier this 
year. The graphics are by no 


means minimal — in many loe- | 


atrons they add to the atmos: 
phere and make play more en- 
joyabte. Almost everything can 

e examined and every lever 





pulled maintaining a high level 
of involvement throughout. Get- 
ting out of this submarine is a 


challenge and you could do alot | 


worse than devoting some of 
vour Summer hols pocket 


| money towards having a go: 


Difficulty: moderate 
Graphics: on some locations, 
relatively simple 
Presentation: poor, black text 
on white background and 
raphics scroll off with text 
nput facility: verb/noun 
Response: instantaneous 
Special features: some sound 
etrects 
General rating: quite good 


Atmosphere 
Vocabulary 

Logic 

Addictive quality 
Overall Value 7 
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Producer: Firebird dd 
Retail price: £2.50 

prio Quill 

Author: Simon Jay 


Fhe Heim, a text-only Quilled 
adventure, is another Firebird 
qe me on offer at a budget price. 

he game's chief characteristic 
is a curiously verbose approach 
to lhe business of coómmunic- 
ating with the player, These 
witty distractions dominate and 
dictate the character of the game 
and it is to the extent that you 
can stomach such incessant 
loquacity which will decide your 
opinions on this game. ltis a lit- 
He unfortunate the game com: 
bines such a windy style with a 
redefined character set which is 
so difficult to read along with 
curious colour combinations 
(like the dreaded red on black) as 
this slows the proceedings to a 
snail's pace, 

Whatever the criticism that 
can be levelled at the long- 
windedness of the dialogue it 
must be said this game has a 
distinctive Havour and it would 








be wrong to assume everyone 
will findittoo much to take. As in 
all comedy, some lines are really 
funny while others leave vou 
non-plussed. To give you some 
idea ofwhat you can expect here 
is a fair representation of some 
ofthe lines you will meet, 

“Upon further opticular con- 
templation of the immediate 
surrounding environment | find 
the following", 


What would vou have me do | 


next your Brillianceness?". 

“Thy wish is my command 
pon most eminent eminence, 

he task has been completely 
completed Sire”, 

“Give me your next wondrous 
command oh allintelligentone”. 

On cutting a rope loose vou 
are greeted with, Hidrops to-the 
floor with the distinctive sound 
that only a rope hitting the 
ground can make. Hit me with 
another gem!. When attempt- 
ing something foolish, like pick- 
ing up am object you already 
have you meet, Far be it forme, 
a merê servant to criticise such 





ADVENTURE 
TRAIL REVIEW 
RATINGS 


an omnipotent one as vou, but | 
Eve got that! or, “Although your 
last command was intellectualhy 
superior, Iwvas unable to comply 
with dt". 

You see what | mean — it 
either drives you potty or vou 
secretly find it rather amusing, 

It's not just the replies which 
get this treatment, how aboul 
this location description? '[ am 
standing on a vast mountain 
plateau with barely anything in 
sight worth mentioning except 
an old cigar butt (probably from 
the same not-so-litter conscious 
native as found elsewhere), and 


| One tree (probably not the same | 


one as mentioned in the Coven- | 
ant Chronicles)", 

A tesser, but no less unusual 
feature of this game, is the 
sound, where typing a letter 
ctreates a noise not unhike thal 
emanating when a pacman 
ia a pep-pill while ENTER 

inishes it off with one reminis- 
cent of a pacman catching and 
munching a fleeing ghost. Áll 
partof the humour. | 

There is a bit of the cheap! 
game syndrome about this one | 
which was not so apparent in 
Sub Sunk which keeps itself to 
the very precise task of escaping 
from a sunk sub. The Heim has a 
small steepy village adjacent to 
a barren desert and all the envir- 
Ons 0ccupy just the one location. 
The overall impression is of an 
old fashioned game, the sort 
that was once playad in order to 
gain experience of adventuring 
with the sure knowledge that 
better was soon to follow. 





COMMENTS 


Difficulty: quite difficult 
raphics: none 

Input facility: verb/noun 

Response: instant 

General rating; amusing 


Atmosphere 
Vocabulary 
Logic 

Addictive quality 
Overall value 
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ASHKERON! 


Producer: Mirrorsoft 
Retail price: E5.95 
Language: machine code 
Author: Texgate 
Computers 


Isuppose | could sink this review 
om its launch by saying some- 
la silhy like mf you're bright 
you'll get the Mirrorsoft but, 
dont worry, | won't say amy 
thing of the sort. 

Ashkeron is notable for its 
huge size, its unique walk- 


| through graphic system which 


ves the feel of wandering 
through a castle, and also, its 
conspicuous lack of the kind of 
puzzles which so engaged the 
early adventurers weaned on 
Artic games. However, this 
game is no walkover and the 
more you play it the more invol- 
ved vou become as it builds con- 
sistentiy upon the charming lit- 
tle world it creates. 

Ashkeron is the name of the 
principality where a Princess 
Zeraphina lies weeping on ace- 
ount of her forthcoming marr- 
iage being held up by the abs- 
ence of five ireasures bequeath- 
ed for the well being of the 
É Curse 
ofthe wizard in thenearby castle 
will be. complete unless her 
dowry can be wrested from his 
grasp. What is needed is a pow- 
erful and resourceful man, say a 
blacksmith, to go and sort out 
this evil magician and, if he 
should return in one piece, who 
knows, he might get to marry 
the prinçess and'start up his own 
foundry (sorry folks, someone 
left that journalese machine on 
— it's off now and the rest will 
make complete sense, | prom- 
ise), At the crack of dawn on the 


| day of the Spring Equinox, the 
| a accompany Stephen 


that's vou, the blacksmith) to 
the gates of the wizard's castle. 
Sue tenm, the sky darkens, light» 
ning flashes and a clap of thun- 
der bursts overhead. The skies 
clear and the panic subsides but 
Stephen is-now on his own. 

ere are two options from 
which to choose on loading; a 
standard version or a random- 
ised version. It is some measure 


“of just how interesting this game 


is to say that the standard game 
proved quite surprising enough 
without having to resort to ran- 
dom elements. That said, it's 
good to be offered a second opt- 
ion where the objects are scat- 
tered randomly and the game 
different every time. An added 
interest is the competition run 
by Mirrorsoft to find an advent- 
urer of the month who will be 
the player to produce the high- 
est score for each month until 


| Feb 86. £25 in cash each month 


awaits the player with sufficient 
wit and diligence to achieve the 
month's best, 

The first 


frame, funnily 
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enough, brings just the sort of 
puzzle so rare m the remainder 
of the adventure whereby either 
it gets solved or you're left wan- 
dering excluded from where it's 
all happening. Here you might 
proa your quest les across the 
drawbridge and through the 
portcullis rather than in the for- 
ests that surround the castle. 
One little tip at this crucial point 
for those who end up buving 
screw-in light bulbs or bags of 
minted peas, or who can be rel- 
jed upon to put their feet in it— 
don't fool around switching the 
sound off with QUIET half way 
through this delicate problem 
otherwise you'll be back on the 
wrong side of the drawbridge 
before you can say SOGATEL. 
Best to leave any fine adjust- 
ment until safely ensconced 
within the-castle. 

Moving east you notice the 
pertectly adequate and some- 
times rather good graphics 
which only occasionally stretch 
the imagination too far toward 
the abstract. À distasteful smell 
naturally pervades the stables 
and the stable boy 'arns that the 
horse here is very frisky, Explor- 
ing the castle further you will 
come to realise cold, damp 
towers mark the NE, SE, SW, 
and NW comers of the building 
and their heights afford access 
to the upper and lower levels, 
Exploring the second level 
above might be better left till 
tater as itis guarded by sentinels 
who pose little threat while you 
are on the move but are only eff- 
ectively, and finally, dealt with 
grice certain knowledge has 
been gathered elsewhere (you 
know, not being able to give 
away clues causes this column 
to make about as much sense as 
instructions for self-assembly 
furniture). Much more of an 
immediate threat are the small 
whispering winged creatures 
which grasp and lift you high 


into the air. These creatures left | 


me stumped time and time 
again — even when they drop 
you they grasp again as you 
struggle in vain to make good 
your escape. Were this not 
enough, also wandering about 
many levels is the green slimy 


dwarf who slices at vou with his | 


magnificent sword while he cire- 
les you warily. 

A very strong point in favour 
of this adventure (5 its making 
full use of the examine com- 
mand. EXAM POT in the kitchen 

ves "Bubbling inside is a horr- 

te green liquid in which the 
odd bone can be seen” while 
EXAM BOOK in the library 
brings forth “kt is bound in 
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leather and is obviously very 
old". (Incidentalhy, picking up the 
book makes it difficult to read, 
and once you get into a position 
to read it, much haste is recom- 
mended). Throughout, examin- 
ing things will either take you 
further into the intricacies of the 
plot or add to your involvement, 
or enjoyment, as for example, 
when examining the pictures 
that line the walls of the arm 
gallery. 

H won't be too long into the 
qame before vou meet '“Sudd- 
enty it grows cold. .. You see a 

tch of green fog, which, wyrith- 
ing and swirling, transformis into 
the wizard... This passage will 
mark the beginning of a period 
of time when everything turns 
topsy-turvy due to some nasty 
piece Of cunning magic from the 
wizard. rito, Ene south, 
up is down, OPEN |5 CLOSED 
and other inversions occur 
which, if not fully understood, 
will leave vou baffled at your 
lack of progress. Fortunately, 
the wizard's spell fades after a 
time and is abruptly shortened 
by changing levels. 

Ashbkeron! is a real-time 
adventure which mot only in- 
volves the time passes every 20 
seconds (and the occasional 
Pa of the wizard asking 

ave vou gone to sleep?” to 
wifich the inevitable reply is 
YES) but also the real threat of 
being waylaid by a patrolling 
sentinel or marauding green 
dwarf overpowering and event- 
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ualhy ua vou should you 
delay. k is highly professional, 
sophisticated software with 
many fine features lyou can 
even use a joystick). lts appeal 


will be very broad due to lts 


open structure, which can be 
quickly and easily explored even 


| by the most novice of adventur- 


ers, and its endearing storyline 
set within a most impressive 
and beligvable castle ensure 
that in its walls lies a challenge 
everyone will find interesting 
and rewarding. 


COMMENTS | 


Difficulty: easy to get into, not 
so casy to complete 

Graphics: on every location, 
quite good though a little 
chunky 
Presentation: not bad, the white 
background is an unfortunate 
Choice 

Input facility; Dasically verb/ 
noun though also allows speech 
input 

Response: very fast 

Special features: game plays in 
real time 

General rating: good 





Atmosphere 
Vocabulary 
Logic 

Addictive quality 
Overall value 
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nor need 


alsge! 


à CUT EnÓ Lc. Calver) 
Verationdd Gala stracttuca dusign 
Perde prime ouliiti te 
ubrodines as gil the 


| Lt BRO Reta JEE | Va | Hit ATER TE 


eia || LES 


involved cannedmuch ente 
al) yo: pi rmacoine rg 
siumenarhty baltted by tho 
SESSENTA BHCAVINO ME 
TRE indi ralhei that di Hd 
CHPGENONS AS NO yet df 
because od the additional 
routine reguirec Vrhal 
actolili HO Pat CO tirEes yo 
vou tranais im ttie ut! 
PRACA, YO vi, DECO LS 
need extra byios justtostora he 
Their cdestin 
ll thgt is 
cel vasto tu! 
s anvvay! 


diTrechorns ani 
atittia. Surels 
past atu Eru 

VA e: 
Wit na dp oulamna 


| MR PT Pu] 
, Lg nad 


Sith one 


| Poa La do chat 


Steps LÓ IakE 
MDL Sora 
ande the over 1 
aeteino Crespo direniinrs 
CoOnsst o! the four extra 
vocabularyv moro required and 
Meir gevoraplucal 'ofisets, 

He pon Lan tr Dto Make! 
pros in vamos thai 


pon, user-frendiy fria ari 


FLORA] 


onyanconsistent math the prog 
PAR 
| 


Sadesireto Chin as 
MOLA apos: ode anta tre 
vadalbie memo dev are 
14 He prog RIA RUE RE 
inreatteninonot past to fill ir 
Me ten gpare bytes Jedi This 


nepdless LO guy 


LAKE] CM 


pa utteriy 
Me vhole adventure, its data 
SUPuCiutes and pouitines silo 
Lu Iromtho A | Pd CML) 
pranmed vulto the Frills immind. 
tw brolronso The advento 
coments need nod sutis 

Vyel mome Mhere did Estop 
last time? Ah ves, opimnipins! (el 
noeceubr my hands inúlon hofore 
atlackino a fewy sacred vtows 
1) | is dadventol the LA pads Cluapai 
COTAR Dal sera vas a 
Cas rop pn tar dS SAI 


NU POP] 


IMendiiness vas concerne and 
Boda be much berma pry 
idvecituredoaro Iheario! 

eetigont default topaio) mr 

Pira Rev ras by 

prirmulive parsors has heen los 

reto ge ch ebev eo ine tr this 
rule A CiRECuBn Les Op posSetl to 

E ho cuirent hype hero 

rms panmy candomisatióon ol 

NPC behaviour passes for" Ál 

technigdes | 


Hodiventuro 
HEAT Mr EchEy comer 
ogeiy to the dm, de cf H 

COM putor da a permotety 
[LIES] 

Examples are lego: Justtake 
adockad dan 4 Intock don! 
ypes the plaver Nom mthelbaç 

do dava lhe program vou 
have checkor vvlhelhor tho 
piaver is carivino asiuntalilo key 
ndaiso, would have comple 
MOL So retro mes tange 
Mmorons! The responses heri 
CARD TON 
elo) Hirouoh Plegse by FREE 

vou mean naveto 

quality the donas wooden?) 
LO vnatwithy toh, OI 
quodness sake! The keyol 


ho Hull [ti vo uni 
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vou cam bien nola 
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ut my toreh Por even Po 

ars Ee ppl re qndireci otiedl 
[Zi HEI 
Equaliy ifihe player happens 
CO CANO SET Ep, 

Soda here lorena typu 
dntock cor velho bronze key 
Vidoes not fe Umock do 
vatirslverkev o [UC YOcani 


DOS SOFPy, peneant sv HH 


y 
| 
I 


doss not in 
facilityto recall andedi the lasi 
coramano Ietns but en ttys 
contem vulty aloe it boa 

* Su cety Unthock dio! 


La is Í | 
RES: Lprtamy | 


PREELS srct ty 
spoltited cause the proctam tg 
revival the keys corel lay th 
DPI | ATE | li Tait EO pHE Ty 
Umniyal the plaver mushes tado 
Sornethina ema) Siro e 
pe forced tó expham himsed 
[at ndash door yyithi pa! 
Cilp for Example 

Loo pie anthe ex amples 
ao fi OL arreSLrt yin 
etinmydirtt Matucally, really 
og dd detautina voto gar nto 
the memory avalabhe, hul the 
pemchualum has sauna mirch too 
taranthe opposite elirecttor 

2) A very substanta) majority 
od adventarers dono! le saly 
no problerms. Contraryto the 
OpvoR prevalent amongs! 
adventure authors, publishers 
anca resret to Sav some 
revivers, probleças dá Il 
vonstitute the mma tan 
adventure, Foros! players 
problems are ab irriant 
deptóved by the sad 
procrammer inotderto prevent 
term teomsecinco wlatelge ly 
puto the programa. Problems 
are necessary. olcou(se, bul 
tree real purpose isto shomy 
domo tra adventuret 
esplornino the vvora he timas 
Aemise lt ir aro cnrnpletime tie 
quest if amy. Like ohaigeles im a 
romance, lheydte essentiai to 
eae the player Ss interes! bull 
shoutid on na gecoum ba 
considere The migim cegisorm toi 
[he very existençe ol the 
adventures, In úlheryvords. 
protbtermes-shonic be treated as 
tools father thar adiventuro 
COMES nes 

Quests, like Kontia. face ar 
extra citiculty here =— albistacles 
are partand parcelof tha hero 


quest and the plaveris 


supposed to cast himsell into 
the role of here Trelyoul 
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cl PCS | H RAS TE AO SPSS EN ERES DEDO 
qemius and regurdless 6] 

adimospherh 
an excelian pile TOR prefere ol 
ne polesplavina quickly 
EV ADORO S VEPM 


DeSernpuorns div 


Brains over a seres ol 
pirar date problems [hi 
brings usverçtaqealyto, 
3) Iris VEDv Geno rn 
Mosca tie) Er air! 
erybohy ri lhe 
mentira Business: to 
probilerms it 
ntracl le prol fi 
ovv otan adventure 
RR TR teor hoy HO tuts 
names! [lavo [ 
lhe pecessity to gr 
lave quit as edi 
possible | uverulel db 

po thnrs 
ecoOmiImeEndalioo conside rataly 


| Ai ' . - 
vtudo pela He lerfhet 


drevegtia 


FREE Corre ct sobr, most 
| EM LESITAS; smorbilol ut E| E E 

rede dndra hem] 
PSL T IMCCCTE sol 
ratlhe plaper can qelt 

ego pra cura dy ge tim do 
ELST [ty Ed Mi TRL INISE ) 
ue E Pure! Intrpot) | 
the tacimque devisced by th 
potes playing garne fi 
RES ATE heard | 


Er 

Ê 
Eu O) | 
ELA NE RE aço 


Contiacihetron 


plavii Lual O tvi pve! 


Hetyvreeh ROIE 
avtiual 
capacies. Their comelusiin 
vulto adventure verter po cao! 
do vel to adopt, ts rat the Flhomy 
ot ihe game ignore importam 
tar viria ye ammpthintelso, MH 
players qelstíok tes the 

ri oem tmaster is [IPEM] 
rarminerianho has fare! Tê) 
tão players 

4) Anoiher aspect wire 
modem adventiineshave laken 
an H Elas sy VET] Tuirr (ã Eta 
Ee display 


us y GOO 


SEREI DIS) HT 

Souto Be comb 
FME CPE uy moloyy FEM] 
alugo, tóature amil exi 
deserptors integrated dito Thus 


culo ho 


gereraiodesciipnon oftiço 
OCL 

Mike Arnautov, Flachkwvell 
Heath, Bucks 


Why does Lloyd get alithe short 
letters? 

Sertousty, sorry about the 
omission; hope lhavent edited 
out any cruçial bit this time ! 
Whether or not Chave, m sure 
this letter mall provolke more 
debate! 


DE 
BORING! 


Est Lprek. 

Lama avid fam trole Paio 
games and computers. The 
original idea et to 
Sorniputer adveriuco was to 
bridge the gap betwegn RPG: 
SETEE Orr Eros, Amt ls 


| i 
PR e Pega ano Lhe pya Pote 


F H ] 
Caiyl, onte th APTE 


RNP PIEIME LELLO sul] 


BLRLeTE [ii hf Live BETE 
TE E LE:5!] Pu Lil Fa | | | 


g explori 


| tarita sli 
Epa ronimRemnLan di 
erro Ol Me ave [ari 
PESA AME CnVENEN 
epi LO Sorve tT 
nattre ces! 
TERMS AREIA qUird 
Eua dcreentures qual 
nota Ey DECO e Lo Trio] 
Ae SOC ro rosa tetrini 
Madrs vit dritle to alter tiva 
| VE Marcio ess [rusirata 
E Dress 
Es teotoltnios is due by the 
ronatianso! Ee coriouttr: 


memory: iivquid be inpessibole 


tora game to caler hor every 
hem ol the plaver, as 
BER doe vvitto RPI 1 | :I 
instante, ma hemn faces yyitto ui: 


RREO RA LM DEE VU Tira, Mi 


Rai DID LAER ri Laseni di | ELE a! it RREO 
path thenost boring and 
proedtictalie iirputs sui 


vue van Treo | 


has ball 
(| Lo o 
Wu io core lo postalt pro pda 
COEP EMCINv Aro] a tuse The 
Hemited possipiltes ola 
adteentace mean thatormiy a few 
Lift SUlLair th ari Iria Qu] 
mori!) E E AE | Torna CAS TE LAT 
doreratany tim Eis problem 
saincieased by leva ir vehich 
MariyvdovenLlures Lair di 


CCE pl certa seda Autanty 


HE vou ise them ygben thev ad 
| A 


nepdeo tá Uivea promier 
VM LO SE Tess 
E Ci ELEITO: 
DOSES FS 

WUTGo. 

rStápi 


he bes WD FRIA 


Oni 15% AR] 6] futa E 

Poda partner: FE PRE E [TI 

| 
HH nar Ti ETTIGTy PIA! LITE] 
Rus O iocatóna-arid pa 
rapa e EO PH PEDI 
responses fr EMBry np 
out outdn ta be grea 

a q á À ; 4 ] EL | 
AA TRES) LES [IE Li. 


faced mvitradocked dood! 


Ri Iventui s1 
DGE CL 


I o] 
PRE Quit TM 


eita es 
Done Pe pi tiaga!: 
ame imiera 


Ay 1a 1 
[ne cast 
NDA 


F uu Fu 


I ' 


7 : 
LTr 


LO ATE Ro] 
Edi PICIrrTA 

E! awe FrReAMHMTID! 
noQuogh to cyven | 
potmtol adyvontul 
PAT 


trencuros Ti 


Ir] (3 PEIN | 
Jrrpia 
pego to thi 

euiist vvineh Li 

Eis nLd is hy Fiori dra 
CAIS intra ses emnoymentol 
ativenture amendosty ana 
peings lhe atmosphere to 

Of exotenmectyvnich mary 
ron Ever Qqelinad 
Notutie DECEDLONS are do! 
ITR, ant, lack Crystal am 
Mark Ramsey, Coventry, West 
Plidiands 


As someone wilro was 
mnteroested Er Computer 
adventures from the RPG side, | 
tend to agree with much of 
vvtrat you gay. Eai to 
understand wly many 
computer games have such 
mveak plots. Also, he it must 
be accepted that computer 
ddventures cannever be as 
Nexible as APG's with theii 
human invigilators their is no 
reason why more thought could 
not be put into the combination 
of responses. ltmight help il 
games designers drew a verh/ 
noun matris before starting 
programming (MVhat? — Fou 
don E design the game first!) 
This would determine the 
response to every possible 
verb'nôoun combination. You 
be-surprsed at the nyumbec ol 
Interesting cormbinations you 
discover 

DE 





have to start the help section ol 
SIGNPOST this month with 
corrections for acouple of errors 
Hm PrENIG us + (55405 regarding the 
Rec friogy lan Andrew o] 
Wientive informa me: 
U To open the trapdoor 
Down won twmorko The ways 
to do iLare 
al Use cromibar — but this 
breaks it, not very quod asttis 
needed later 
b| Make the MAGIC BOOT 
followv you, qo to the trapdoor 
and dt wveillsmash open 
21 To defeat the GREEN SLIME 
fuital for completina the 
adventure) you need to qel into 
the cubbyhole aud DROP SOAP 
onto dt vbuch cleans it up 
Sorry about that! Anyuvay, 
this leads us micelyonto the 
many other help requests 
received for other parts ot the 
Mer Ceneeryoyvlt PU mo Try rio] 
ES Ve rvatiica  Pany more class | 
Pliuticho ro, 
yo elcrigtt HETIEES EI Ni [RR HP d| hi 
Caktey from Brghton is unable 
to find the hatwlilst 5 
Crutterndon also! Brighton VS 
unabie to cross the crevasse 
between the two plateaux, The 
hatis BOSFPTTUIEDStyveBTE 
Po cross the crevasse ES 
Var da, TT EFOL DBSASZ LPP 
DZ POREDUT A have received 
many letters for rustrated 


adventurers unable tó pass the 
combre at the end of this 
aaa do só you must Cl 

FESJOH BMM NEHJD JUFNT 

BOE DBSS2JOHM OPULIQH 
FME. 

The 1940 time zone 15 proving 
a AMiculty for DR Bebl who 
keeps laling victim to the black 
Shapes falling from the sky 
[Fhey ain heard ofsmokeless 
Iuellta MPRLGOS B TIEMUES 

Ofalithe problems in the fot 
E rtiey, none has caused more 
trouble than the Five Guardians 
at the endol the Perna Mission 
Ma Henson from Lencester 
requests help on all except 
quardian bl Well. not wvanting 
Lo give ft all away — to pass 
quardian Venter LUME (UBLI 
LELHSPN LHUJLIME) 


má cone o the excellent Leris 

PE, epa ts having 
trouble buvina some ale 
uthoul amy money (ve the 
same problem dovyn e local!) 
You need the HEME OvVHHFLI 
GEN APOE ULSFI 


Pr VIDE E: 


à Lucho from London has 
spent 6 months playing Presto! 
Menos buthas been unable do 
getoutol the valley into the 
mines. (Perhaps thevyvve been 
closed dovyn!] [1 remembei 
rightly, TRE CEMBEN JOL 
IL IM DVI 
Mrs read, o ortlermelo rs 
having trouble opening the 
ebestim Tylon's bedroom — he 
has the gold key but the lock ty 
SU and vil not tur. PV OFF 
DE TSH pude OUT LES Edo 
LEZ JQOUPH EO MLIAV IH 
Further on, MA Ferrçr ot Briorey 
Hal, West Midlands 15 finchinel 
chthicult tó cross the bredee 
quarded by the Dargq-vool, Try 
CEU EMMA TIPPU CBSHO In 
lhe Nigck Fovver nd PETS ITE: 
Mt esumabie to pass the Ward 
of Disintergration, To pass TZ 
FSHBHEE LI XESE MAL 
HU. 


fados 


Une qame Um always 
answvering questions om ds Dl 
Poti No matter wluich val 


MORE ZAPPING 


DRI [psreik 


solve a problem [get a postbag 
Hull ot better solutions, Anyway, 
taking the nisk = Anciy Davies ol 
Doncaster is searching for a way 
through the trapdogr in the 
resertimer The Rh pas Elvenkings Dungeon wilhoul 
É A HE Pã | a bre aking lis neck | usigrulel FS! 
undoubtediy cinérgeso Ccóm | "e É OH FOUFS RO FNQUI? 

o], M Ei JE XBJU, In the 
sáme game Micha Down has 
god past the bulbous eyes but is 
unable to cross the mec He | 
GAvV ts. LHSPXSPO! 

he brilliant new game 
recuso trom Adventure 
Interchational has proved very 
popular this month. Stephen 
Cro trom Sundertiana 15 
strugalina with that Gremlim 
who throws thedarts. You need 
UNE LO SF Onthe rogds around 
the toven numerous explorers 
have falhen victim to the 
unstoppabte semoveplough. To 
rampa the ge do you need 
HO JUIES, With 


| l E: PA 


Eiuemble pino cirg 
[lista aÃ 
Sb rby Docatase ty copied 


o! 
PLIqt=o o lal 


| | [ui 
LEE PUROS RR] [P À ? HS 
achem 

Cotourtal, anel 


E 
ELIk) trk! 


Mike, Okehampton, Devon 


y was going to reviu 
butmyarcade skills 
weren't Tra. po scrateh hence 
Ee stiotang to the more secdate the Uru! Es 
wondo! text adventures! The Ha mr Pe 
fact that arcade adventures 
reside im the charts has lete to 
do with me; ts simply that vou 


Finally, can anyone help qui P 
Vackervwho has collected the 


and other Trail readers have 
voted tor them! 


DE 


Holy Gral but cânngt get past 
the White Rabbit (Lywonder 
whatthe game could be?) 
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eee a O re o ae ee? 


Shonily after the first home 
computer that could load from 
and save to cassette tape came 
into Being, you can be sure that 
some bright spark had the idea 
of producing à magazine or club 
newsletter in software. 

The Americans started the-ball 
rolling, with a couple of mag- 
azines appearing on tape in the 
late seventies — and there's 
never been a shortage of prog- 
ram listings in conventional 
computer mags for keenies to 
type in for themselves. Some 
listings publishers offer their 
readers the chance to buy a tape 
of ready typed in listings todas a 
supolement to the printed 

ublication. lt wasn't until T983, 

omever, with the launch of 
Spectrum Computing and 16148 
that Spectrum owners were 
given the chance to leap on the 
magnetic bandwaggon. 

Argus Press led ihe field, put- 
ting out the first issue of Spec- 
trurm Computing early in the 
vear, and they were followed by 
an independent company, Mag- 
netic Magazines Ltd who began 
publishing 16/48, and then sold 
the magazine to Argus Press 
alter term issues. Thus the two 
main cassette publications are 
now produced indirectly by a 
mainstream paper-and-ink publ- 
isher, but three independent 
tape magazines for the Spec- 
trum are alive and kicking. 
MSWM  (MicroSoftWareMag- 
azinel is produced in Moseley, 
Birmingham, by Infinite Soft- 
ware; Magnetic Mag lives 
incommunicado in Romford, 
Essex and a newoitie for youna- 
sters, Nicoisoft is being prod- 
uced in Cornwall. 

às a medium for publishing 
news, views and gossip, cass- 
gtte tape isn tthat wonderful — 
vou d need an awful lot of tapes 
to store one issue of CRASH, and 
it's not that easy to flip through a 
cassete mag In the bath or on 
the bus. 
worried here in CRASH Towers. 

But they do have à definite 
advantage In that programs con- 
tained in a tape mag are loaded 


+ —— —— = = + e — = cmo 


“no, we're not too | 









straight into the computer — no 


azine listing only to find that the 
gumby who wrote the game 
managed to diddle E20 qutofthe 
magazine publishers for a rotten 
game not worth the wear and 
tear your keyboard suffered dur- 
ing the inputting. No, is all 
there, up front and loaded 
straight into your machine — 
and the commercially produced 
titles are now filling a gap in the 
software market, publishing 
quite good games that might 
otherwise never have seen the 
Inside of more than a couple of 
spectrum RAM chips. 


Pe à mt ida 


Ea b 


1 


Ho ho tolo, the Santa of 
SPECTRUM COMPUTING, makes 
a point familiar to magazine 
editors everywhere. 


- 'Prograimmers. of intermed- 
tate ability can't sell their work 
very easily, commented Roy 
Gibson, big cheese on Spectrum 
Computing, “and we provide an 
alternative outlet to magazine 
listings. It's the same idea as 
printing the listings, but at least 
all-our readers get to see a pro- 
gram we publish in the mag- 
azine. Not everyone will go to 
the bother of typing in a listing 
published by a conventional 
magazine”. 

In many ways, tape mag- 
azines tend to be more clubby' 
in nature than their printed 
counterparts. MSWW is publish- 
ed by the Microsoftware Club in 
Moseley and is meant to be a 
means of communication be- 
iwgen club members — “one 
thing that we all have in com- 


MAGNETIC MEDIA BARONS 


Argus Press Software 
Liberty House 

222 Regent Street 
London WTR 7DB 


Spectrum Computing — £3.99 
16/48 — £3.25 


Infinite Software 
73 Alcester Road 
Moseley 
Birmingham 13 
MSWM — E2,99 
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Magnetic Mag 

39 Priast's Avenue 
Romford 

Essex AMT SRI 
Magnetic Mag — £2.50 


Kicidlisoft 

5 Nanpusker Road 
Havia 

Cornwall 

TR27 6JR 
Kiddisoft — £3.99 





| 
| 
| 
| 


longer do you have to spend | 
hours typing in'a tedious mag- | 





Getting 


tt taped 





VESTTANTA 


Tape magazines aren't small beer nowadays. 


Argus Press Software publishes two titles 
for the Spectrum, and also covers the Atari, 





Commodore, Amstrad and MSX. If you 
added up all the tapes duplicated by APS for 
all the issues of its magnetic magazines in a 


year, the figure you'd end up would be very â 


mon is that we all own a Spec- 
trum, an ideal means of com» 
munication' as they say them 
selves in Issue 6. As with all 
magazines, the tape 
encourage readers” letters, and 
there's quite a lively exchange of 
tipsand hints to be found in allof 
them. MSM has a deliberate 
policy of leaving all their prog- 
rams in Hstable torm, and of fill- 
ng them with REMarks. Readers 
are encouraged to break into the 
software, examine it and leam 
more about their machines as a 
result, 

The content of the MEWM 
magazines that we got to see 
was generally interesting and 
strongly . reflected the club 
nature of the publication. Their 
readers merrilky swop hints and 
tips and send out appeals for 
help via the magazines 'pages”, 
while the editora! team provide 
features on programming and 

etting the most out 6f your 
spectrum, There's a positive 
“we're all in this together” club 
feel to MWSM, and it makes you 
want to joinin.... 

And that's perhaps the major 
appeal of tape zines — they are 
an ideal medium for communic- 
ating sighty more technical 
Information, as a tutorial feature 
can actually demonstrate the 
theory as part of the present- 
ation rather than relyving on the 
reader to type in acres of code, 
debug |t and then refer back to 
the printed page. The straight 
entertainment side, games pro- 
grams, revigws and editorial 

leces themselves are not exact- 
y rubbish, either.... 





RESERRCH 


“ines | E 


SPECTRUM COMPUTING's long running animated cartoon strip. 





ERES aro bit 


TES TRO. sa 


The great tit. Need we say more? 
Should we say more? From the 
K IDDISOFT Na ture tra if 


Roger Swift, who started | 
16145 and now produces it for | 
Argus Press Software pays 
between E20 and £100 for a pro- 
gram published in his mag | 
azine: We provide an outlet for 
games which are not meaga- 
games, and are becoming a 
market for people who can write 
games which provide our read- 
ers with an example of what 
they could do on their comp- 
uters. Nowadays Em rejecting 
material that ld have been 
delighted to receive a year ago 
— the standard of submitted 
work has improved enorm- 
Dusty. 

And Roy Gibson of Spectrum 
Computing takes a similar view: 
“The amount of material gener- | 
ated for the Spectrum is mass- 
ve, and we fila nice little gap 
between the Top Ten commere- 
lal aspirants and the type-it-in- 
yourself-from-a-magazine-list- 
ing brigade.' 

agretic Mag remains firmly 
anorymoLs their “phone 
number is ex-directory, and two 


o 


LAR 


CRAMERIDGE 








IEILVANTAS 


big indeed, Big enough to make them one of 


the largest software houses around. 

Three other fish swim in the Spectrum tape 
magazine sea as well, so we take a look at no 
less than five potential competitors on these 
pages... fearless ain't we? 





Incase you coulin'twork it out, 
the title screen from MSM. 


separate letters failed to elicit 
any kind of response from them. 
You might, therefore, be a little 
reluctant to send off the £2.50 
they ask for an issue! Enough of 
them! 


The lady behind Kiddisoft is, | | 


however, quite happy to answer 


the phone and explained that | 
her magazine is a new venture, | 


aimed at youngsters between 
the ages of four and eight. Anne 
Menneser has a degree in Psvch- 
ology and is a trained teacher 
too. Her tape magazine is inten- 
ded as a comic: “slightly educ- 


-ational, and fun', and should 


come out monthly after the first 
few issues, 

Edu-tainment' is one of those 
horrible compound American 
words used to describe enter- 
taining educational programs. 
And in a way that's what Kidoi- 
soft sets outto provide in a mag- 


azine format. Overall, Issue lisa | 


jolly package of games, which 
could do with a bit of polishing 








ar E E SAE PR E a e TT TT 
The balloon game — a cheerful little challenge from KIDDISOFT. 





| — while the graphics in some of 


the games could do with a little 
more thought lor programming 
skill), the game content was 
good. The simplified adventure, 
which asks the player to choose 
between options rather than 
dream up and input commands, 
was particularly attractive, with 
pretty graphics and an appeal: 
ing storyline, if a little repetitiva 
vou could visit and re-visit 
corners of the program endless 
ty, doing the same thing every 
time? 

The first issue of the Kiddisoft 
magazine is indeed a wonhy 

lot. All the programs are in 


BASIC, and have been written 


“in house”. Once the magazine 





Save the KIDDISOFT Humpties: 
get the sum right, and 
Humpty won't Fall! 





qi 


builds upa readershipand starts | 


receiving programs and letters 
from outside contributors It 
could easily make quite a comf- 
ortable niche for itself in the 
educational market. Meantime, 


| WETE passing our copy over to 
Rosetta MeLeod.... 


16/48 is a monthly magazine, 
and as its title suggests, is aimed 
at both users of the 15 and 48K 


| machines. Roger Swift set it up 


back in 1983 and published ten 
issues of the magazine before 
deciding to accept Argus's offer 
to buy out the title — largely 
because the business side of the 
operation became too much 
hassie. 

16/48 is put together every 
month by Roger and two coll- 
gagues — an adventure column 
ist and cab whizz by the 
name of Yaz, and Barry, who 
writes the serial adventure 
Ludods and the odd piece of 
machine code. And of course; 
there are the readers” contrib- 
utions. 





16/48— a shot from the latest. 
instalment of their serial 





The. Ludoids adventure is a 


* particularly neatidea on the part 


of 16/48 — a 4BK text with 


| graphies adventure which start- 


ed in issue 14. You can play each 
month's game on its own, but 
can play through the serial as 

ou are given a code on success- 
ul completion of each month's 
instalment which vou can use to 
kick off with on the next 
'chapter'. And of course the 
magazine is in a strong position 
when it comes to offering help 
on previous chapters of the con- 
tinuing adventure... 

Despite the title, 16/48, like 
the majority of Spectrum tape 
magazines no longer worries 
too much about having to cater 
for owners of the 16K machine 
— there's not that many of you 
left, it seems! 

The June issue contained the 
usual editorial and contents 
pages, reviews, a crossword and 
competition, and a continuation 


| | ofthe magazine's machine code 
| course. À neat explosion routine 


was also supplied, explained 
and demonstrated, and offered 
as a utility for inclusion in read- 








ers programs. | 

On the games front, a comp- 
etenthy programmed machine 
code platform game lived on 
side Une, which lost out on 
plavability a bit by being too 
pernickety, anda golf simulation 
lurked on side Two which could 
have bica hours Of enjoy 
ment tor some people.... 

Tha May/June issue of Spec: 
trurm Computing which is about 
to go monthly, was shghtly 
better equipped with games, 
featuring a neat and compelling 
machine code arcade game 
called Piggy , a rather pretty but 
fiendishly difficult maze game 
and a very tidy implementation 
of Cribbage. Why anyone 
should bother to program Solit- 
aire as à computer game is a 
little beyond this 'umble rev- 
iewer, but someone did, and 
now you can own a copy by get- 
ting hold of this issue S.€.1. | 

evigws, a chirpy editorial 
and the regular animated 
cartoon also appear on the tape 
with a column by Wizard Prang 
who |5 the resident machine 
code experiutor. 

Spectrum Computing has | 
recentiy changed editor, and will | 
now be produced from à bung- 
alow in Merseyside by Roy 
Gibson, having lived up til now 
in tolo Davidson's farmhouse, 
Hoy plans to change the mag- 
azine's emplrasis fróm a contrib- 
utor-driven publication to one 
that picks a subject each issue, 
and involves contributors more 
directly in the advance planning 
Of the magazine. Roy makes a 
point of always criticising sub- 
missions constructively, some- 
times writing a hiítla machine 
code routine to improve the | 
original program, or referring | 
the programmer to appropriate 
reference books. 

Both 76/48 and Spectrum 


| Computing feel that the core of 
| their readership lies with the 


more serious Spectrum user 
and less with the, committed 
arcade player. Consequently in 
coming months the emphasis is 
likely to move towards supply- 
Ing more material on the mach- 
ne code and utilities front, while 
continuing to publish games 
programs as freebies', 

Of course, there's no real 
reason why tape magazines 
shoulda't include taped inter- 


| views with people in the soft- 
| ware industry, or indeed com- 


bine recorded sound with soft- 
ware in lhe same devious way às 
Softlee Systems have with their 
educational software (see this 
month's CRASH COURSE). The 
possibilites are endless, and 
they certainly serve a comple- 
mentary function to the tradit- 
ionally produced, hard copy 
computer magazine. 

A subscription to úne of tha 
tape magazines would provide a 
regular fix of software and tech- 
nical information, and should go 
down well with any serious 
computer user. But the game 
player has a lotto gain from tape 
magazines too — for the price, 
they're hardly a rip-ofl, each | 
containing at least a couple of | 
perfectly respectable budget 
games, together with features 
sena in a clubby manner. 

orth checking out, 
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The rapidly expanding market in educational software is reflected 
by the sheer variety of programs now being issued. While not all of 
them strike me as as being of great educational value, it is never- 
theless heartening to note that some publishers are now prepared 
to experiment with new ideas in this area. 


Une of the most exciting concepts is the See Hear range of pro 

grams from Softlee Systems, which provide audio material for the 
user to listen to through headphones while watching the screen. 
Each See Hear package come complete with à connection lead for a 
standard "4 inch stereo headphone socket, and other. types of lead, 
| suitable for personal stereos for instance, are also available from 
| Softlee. 
Using a stereo cassette deck, the ta pe is loaded into the computer 
| im the usual manner, and the user will hear the instructions tor the 
program through the headphones while the tape is actually loading. 
This is achieved by recording the spoken word onto one of the two 
tracks on the stereo tape, and putting the program onto the other 
track. Although the concept of audio-visual: presentation in edue- 
ation is not new, Softlee are probably the first company to bring the 
whole idea within the reach df the ordinary home-computer-user. 

From a teacher's viewpoint, the See Hear programs seem tometo 
have an extremely useful role to play in our quickly-changing educ- 


TT a 


ational system. Over recent years, teachers of both primary and 
secondary school children have become increasingly aware of the 
importance of teaching listening and talking skills as well as those of 
reading and writing. Indeed, future exams may actually test levels o! 
competence in all four of these skills, 

At present, there is a dearth of materials specifically designed for 
teaching and assessing listening skills, and it would be valuable if 
the See Hear concept could be extended to cover a variety of subject 
areas.. Tony Lee of Softlee Systems is very interested in developing 
sofiware with a strong educational content, and hopes to add lang- 
uages other than French to his range of programs. 

Another novel program is Woridiwise: Nuclear Weapons from the 
Richardson Institute for Conflict and Peace Research at Lancaster 
university. This program is not available in the shops, and can only 
be obtained from Lancaster University. Although it is therefore un- 
hkely that the program will achieve any real commercial success, itis 


nevertheless good to know that, atlast, minority interests are being | 


catered for in the field of educational software, 

It seems, however, that it is only the small publishers who are 
beginning to wake up to the needs of the large number of people 
involved in education. They are realising that educational software 
should not be directed sotely at children involved in the traditional 
areas of learning, but at people of all ages who have a wide range of 
different educational interests. Let's hope the larger publishers will 
soon follow suit. 


ADAY ATTHE SEASIDE 


Producer: Softlee 
Systems 

Memory required: 48K .. 
Retail price: £7.75 
eia connection 
lead and flashcards) 

Age range: probably from 
| 4to around 8 


on screén, If the child has made 
a lot of errors, however, the 
computer may advise the userto 
stop and do some preparation 
before starting agam. In this 
case, the computer will empty 
ts memory and refuse to con- 
tinue. Another excellent feature 
15 that the parent can alter the 
normal lower case spelling to 
upper case (capital letters) if 
required. 

This program has been very 
well thought-out and is profess- 
ionally presented. The sound is 
excellem and the speaker's 
voice is clear and pleasantto lis- 
ten to. The music and sound 
effects contribute to the child's 
enjoyment of the whole. The 
five-year old who tested the pro- 


| ADayat the Seaside is a spelling | 
story tape for young children 
| which should be used with a 
siereo system as mentioned 
previously. The detailed instruc- 
tions included in the pack clearly 
explain how to setup the equip- 
ment, using the connection lead 
supplied, Side One of the tape | 
contains the instructions for the | 
story itself in software, and | 
| while the program is loading the | 
| user is treated to an explanatory 
| Commentary. Thisis particulariy | 
useful for a parent running | 
through the program before 
using itwith the child. 
vide Two contains the story 
itself, 4 Day at the Seaside, 
which is read very clearly by a 
female voice. At specific points 
in the narrative, the child is 
asked to spell some words. The 
words can be introduced to the 
child before the program is 
| Used, using the flashcards pro- 
vided in the package. Twenty 
words, such as 'beach', 'sea', 
“crab' and 'pier' are cleariy print- 
ed on one side ofthe card, while 
a writing tutor for the word is on | 
the other, À parent or teacher | 
can decided how to use these 
flashcards to best advantage — 
before, during or after the story: | 
| One very useful feature of the | 
pron 15 that, after the child 
has typed in the fifth word, there 
5 an assessment of progress. If 
reasonable progress has been 
made, a further assessment and 
- score is given after every other 
subsequent picture displayed 
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| put the baby in their car when 


| motivated to spell the words 


| Stories 


gram for me loved the story and 
was particularky amused by the 
humorous touches in it — for E 
instance the family forgetting to 
Control keys: words to be typed 
hey set off for their day at the | in by the child, No need to use 
seaside,. | ENTER 
Viy assistant was totally | Keyboard play: responsive 
Use ofcolour: simple, but bright 
and attractive | 
Graphics: clear and effective 
General rating: an excellent 
program which voung children 
will love: The adult (teacher or 
+ parent) can decide on the best 
Way to use the flashcards to 
meet the needs of the child. 


correctly so that the computer 
would show hm the picture of 
the word, and allow him to con- 
tinue with hearing the story. His 
final comment when we. had 
completed the program was 
When can we do some more 
like that” Faced with 
such am enthusiastic reaction, | 
mighty recommend 4 Day at the 
Seaside for use both inthe home 
and in schools. 


Nf: 


dg 


by Rosetta MclLeod 





' Producer: 


The Richardson Institute 
for Conflict and Peace 
Research, University of 
Lancaster, LA1 4YF 
Memory required: 48K 
Retail price: £6 (or £8.50 


| including the book, Guide 


to Nuclear Weapons) 
available only from the 


| University 
| Author: Paul Smoker 


' Age range: older 


| 


| teenagers/adults 


This is probably one of the most 
unusual programs | nave seen. | 


Wroridwise 18 described as “a 
micrócomputer atlas that can be 


used to study à variety Of word | 


problems" — pn this casedt is the 
nuclear threat that 15 focussed 
on, though (tis hoped that future 
programs will deal with such 
topics às literacy, food, health 
and wealth. 


The-program comes complete | 


with a twenty seven-page users 
manual which gives very 


| detailed instrucuons om using 


both the Worldwise Átias and 
the Nuclear Vieapons sections 
of the program. The Atlas holds 


maps may be reduced or enlara- 
ed Wm the Atlas part of the 
program. 

While the Liser Manual sugoa- 
ests that individual or team 
games may De played to test 
knowledge of the names and rel- 
ative positions of countries, with 
the best will in the world, |can- 
not see that the games suggest 
ed would provide much fun or 
enjoyment, though they would 


[certainly be of educational 
| ValUE, 


When it comes to using the 
Nucizar Weapons section, the 


frightening 
owned by the USA, USSR, 
France and China, ltis then poss- 
ible to choose an area of the 
worid and cal up on the screen 


| the various weapons deploved 


there. 

Im this respect, the program 
succeeds in making one aware 
of the reality of the nuclear 
threat, and ofthe proliferation of 
weapons distributed around the 
world. Again, this section in the 
Users Manual is followed by 
suggestions: for simulation 
games involving two negotiat- 
ing teams representing the West 
USA, UK, France) and the East 
[USSR. China). These games are 
proposed for use in the class- 
room but would, | think, only be 


| more than t30 countries, and | 


| player is asked to select fromthe | 
list of weapons | 


successtul with the brightest of | 


senior pupils, and only with a 
vast amount of preparation and 
quidante by the teacher 

Paul Smoker, the author of 
ordiwise has used the simul- 
ations very successfully with 


Ra qu 


lia bia Ela! 


te 
- 


TEM 
A, E admito 


groups of students at the Rich- 
ardson Institute who are follovo- 


| ng Peace Studies courses, but, 


wiule appreciating that the proa: 
ram might appeal to undergrad- | 
vates, | doubt fito mall enjoy 
much success im schools. | 
Certainiy the idea of class- 
room sifnulations as a way of 


| focussing discussion on. the 


problems of the nuclear age is a 


| very worihwhile one, but | feel 
| that the rather dull presentation 
| of the program would not en 


dear it to school pupils. More 
clgartiy-defined situations, 
which took the players step-by- 
step through the decision mak- 
ing processes involved would 
have made the - game more 
accessible. Nor, as it stands, 15 
the program likely to have imm: 
ediate appeal to teachers, be- 


| cause of the vast amount of dir 
| ection and help they wouldhave 


to give to their pupils. 
Em sure though, that the 
program will be very successful | 


| with the undergraduate audi 


ence that it was devised for 
perhaps too with other groups, 
ke the: Greenham Common 
protesters, although | don'tthink 
there às much call for home: 
computers im their tents! 


COMMENTS 


Control keys: the variety of keys 
to be'used in the different sec- 
tons of the program ts 
explained very clearly in the 
Users Manual 

Keyboard play: very fast 

Use of colour: good 

Graphics: mainly maps, bu! 
clear representations 

General rating: minority appeal 
Aumedat an academic audience. | 
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Producer: Argus Press 
software (Clever Clogs 
Series) 

Memory required; 48K 
Retail price: E7.95 

Age range: Sto 11 and 
over 


Theaimofthe five games in this | 


package is to teach children 


aboul the Bible in an entertain- | 


ing way by giving them the task 
of finding various Biblical treas 
UFS, SUC 
Ten Commandments 
reference) is given for cach 
treasure, The first game, Easy 


peasia, Involves only seven of | 


the treasures and is intended to 
familiarise the plaver with the 
controls, After this, the games 
become progressively more dif- 
ficult, building up to the final 
challenge, 
where the plaver has to race the 


evil Dr Plunderwerst to the treas- | 


ures avolding a variety of dang- 
ers on the way. 
The player is referred to the 
Today's English Version of the 
Bible, althõugh a short sum- 


mary of the Bible stories which | 


oceur in lhe game is supplied 
with the cassette. 
A teacher of Religious Educ- 


ation, who looked at the pro- | 


gram for me, had some reserv- 
ations about its use. He felt that 
the maps were a useful way of 
reinforcing the geography ofthe 
areas involved, though the nel- 
usion of a world map would 
| have been helpful for the child to 
| See the position Of the biblical 
| lands in relation to his won 


FRENCH LISTENING 


as Moses" basket, the | 
and | 
Heród's Crown. À clue la Bible | 


Plunderthunder, | 


country. He also thought thatthe 
game encouraged children to 
imerpret the Bible 


ness that it contains not onhbyhis- 


literally, | 
instead ofincreasina the aware: | 


tory but also myth, legend and | 


parable. Nor does itconsiderthe 
fact that the real function of 
Bible study is to help people 
learm more about themselves 
and the modern world they live 
in, The Good News Bible would 
probably have been a more suit- 
able source óf reference that the 
Today's English version, 


COMPREHENSION 1 


Producer: Softlee 
RSVEJSALE 

| Memory required: 48K 

' Retail price: £6.50 

| (including connection 
lead) 

| Age range: Secondary 

| School pupils to adult, 
with a basic knowledge 
of French 


This listening comprehension is 
one of the See Hear programs 
already described. The program 
contains three ciHterent 
sections, each with ten ques: 


tons and'of increasing levels of | 


difficulty. The user will hear the 
instructions for use in French 
while the program is loading, 
although they are printed on the 
package in English too. 
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Inthe first section, short snip- 


| pets of conversations can be 


heard, and the task is to answer 
questións on who is speaking, 
where the speaker is, and whai 


| 


he 15 doing. Each time, the | 
screen shows a choice cof four | 


possible answers, and the usei 
must position the red band over 


| the answer of his or her choice. 


One might, for instance, hearthe 
contents of a shopping list, and 


| haveto decide ifthe speaker is in 


a cafe, a grocer 5 shop, a chem- 


| ists's0r a bakery. At the bottom 


ofthe screen, a green strip dim- | 
inishes in length to show the | 


| amountoftime remaining. 


Sechon Two contains short | 


descriptions of various situa- 


| tóns, followed by pari of a con- 


| 


| 
| 


versation. This time, lhe user 
must select the correct reply 
rom the options on the screen, 
One -conversation |s between a 




















policeman and the witness to ar 
accident, who is asked “Was the 
torry travelling too fast? The 
final and most difficult section 
features a conversation and a 
stóry, each of which is heard 
Ewice, This time; the questions 
are also displayed a second time 
with the initial responses high- 
lghted, so that the user can alter 
the answer given if he or she 
Desires, 

If the user scores 18 or more 
putof a possible 30, the correct 
answers can then be displayed, 
with | accompánvinag explan- 
ations, for the questions Incor- 
rectiy answered or the user may 
choose to see just the number of 
eacn question he or she ans 
wered incorrecthy, together with 
the answer chosen, 

This program definitely 
scores over lhe óther language 
programs on the market be- 


| 
| 
E 


| 


| COMMENTS 


Control keys: move by using the 
arrow keys; Ltosee list of 
treasures, €C forclues, D'to find 
outif you have landed on a 
treasure 
Keyboard play: responsive 
Use of colour: good 
Graphics: mainhy maps, but 
quite good 

eneral rating: with a fair 
amountof adultdirection, this 
program could be usetu!, 
though [doubt ifitis the kindof 
game a child would choose for 
him or herself. 


cause of the listening element. 
Al the audio material is read 
cleariy and at a sensible pace by 
two native French speakers, and 
the sound quality is very good 
indeed. 


"COMMENTS À 


Control keys: any key to move 
red band downwards to chose 
an answer, hu mber keys to 
move itup 

Keyboard play: very responsive 
Use of colour: limited 
Graphics: none, 

General rating: Highly 
recommended 








Spectrum 48K £9.95 
Commodore 64 £9.95 
Amstrad CPC 464 £9.95 
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PIPELINE 
2 


Producer: Taskset 
Memory required; 48K 
Retail price: £7,95 
Language: machine code 


super Pipeline became some- 
thing of a cult game on the 64 
and gave software house Task- 
set a big following. The Spee- 
trum version of Super Pipeline 2 
i5 the first ever game Taskset 
have done on the Spectrum, and 
is a Conversion from the 64 vers- 
ion of the same name. 

In Super Pipeline 2 you are in 
charge of a gang of busy work- 
men who repair various long, 

| convoluted pipes that get dam- 
aged by the nasties that come 
from all angles. Some of them 
are harmless to the pipes but not 
much good to yourself or your 
team, whereas others, like the 
two types of drill, make holes in 
the pipes. This is a Bad Thing 
because water is flowing down 
from a cistern at the top left, 
through the pipe, to issue at the 
end into a barrel. The object isto 
fill the barrel(s) before the sup- 
phy in the cistern runs out. It 
takes a while for the water to run 
all the way through the pipe, so 
nothing is being wasted if holes 
are made before tha water 
réaches them, but after that 
precious time and water is 
awasting, 

To repair a hole you must 
guide one your workmen to the 
hole, at which point he will start 
hammering away and repairing 
it. k takes a few seconds to re- 
pair, and in the meantime vou 
must protect him from the pred- 
ators. This is done by using your 
blaster which, however, may 
only be fired left and right which 
puts you in a vulnerable position 
while you are climbing up or 
down a pipe. The workmen run 
on to the screen and dash 
around the pipe complex until 
they are either snatched by a 
nasty Or come up against vou, in 
which case they huddle at your 
back until led offto a repair job. 

When a barrel is filled, a tune 
plays and various inter-screen 
animation sequences take place. 
Each subsequent pipe is longer 
and more complicated than the 
last, later ones require more 
than one barrei to be filled, and 
Of course there are more and 
nastier nasties. Lobsters can 
only be shot up from behind and 
the tacks are completely invuln: 
erable. 


CRITICISM 
6 “This may sound like a betray- 


al, but we ought to admit that 
there are some games where the 
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graphics work so well on the 64 
and less well on the Spectrum — 
the reverse is also true of course. 
super Pipeline 2 is such a game. 


have done a good conversion of 
this madly addictive 
frenzy. always enjoyed the way 
vour workmen have a mindless 
mind of their own, and true to 
British style — there's never one 
around when you need one! 
Niggles are that the horizontal 
pipes are hard to get onto, con- 


test of your joystick too), and if 
there are a couple of workmen 
sheltering behind you, their 
Characters overlap, making it 
hard to see the damned pipel!. 
Still, It is an addictive game, a 
playabie one although a bit 
tough because of the things I've 
just mentioned, one well worth 
getting. 


O This was oneofmy favourites 
on the CEM. The Spectrum vers- 
ion has not done too badly 
erther, it has very good cartoon 
Hke graphics which are well 
drawn and animated. Thesound 
is very good for the Spectrum 
Dut if feaves a líttle to be desired 


| Playing the game is as manic, or 
| more so, than the CBM64 vers- 


ton and fam very adovicted to it 
as it is so playable. It has title 
sequences at the end like 'Pac- 
man” which are very jollyv. My 
onty niggle is that when vou 
want to Cross over to another 
part of of the pipeline you have 
to move pour foreman exactiy to 
the right position or else he 
wontimove atallsoifvou aren't 
very good at playing or you have 


two morkmen following you (so | 
you can't see the pipe) you tendo | 


| do play games on the Commo- | 
Gore, and this looks so much | 
better on that machine. Anyway, | 
having said that, | think Taskset | 


tece of | 





trol is slightly tricky (and it is a | 


PLATER: 
SCREEN: 


to lose lives as it takes time to 
getitright 


O Super Pipeline 2 is a fast, 
addictve and very difficult game 
to play. Graphics are along the 
usual pipeline style but plenty of 
nice animation and colour. The 
meanies are extremely vicious 
and at first | thought the game 
was too difficult to play — | still 
do! | soon got very frustrated 
with because as soon as | had 
piugged one hole, another 
appeared. The water pouring 
out is realistic and nicely descr- 
bed. | found the up and down a 
lrttte hard to get the hang of— a 
bit finicky, À nice game but à 


lttte too difficult for my Hking. | 


Frantic plugging! 


COMMENTS |, 


Control keys: O/P left/right, E/D 
up/down, Space to fire 


Joystick: Kampston, Sinclair, 


Cursor 








Keyboard play: very positive 
response, but finicky control 
Use of colour: generally fine, 
each pipe in a different colour, 
but some graphics clashes 
Graphics: niceby sized 
characters with good animation 
Sound: good tunes between 
screens, otherwise spot effects 
Skill levels: progressive 
difficulty 

Si selectable between 1 and 


Screens: 16 

General rating: a conversion 
wiuch suffers in comparison, 
but a tough and addictive game 
nonetheless. 


Use of computer 77% 
| Graphics 805% 
Playability 81% 
Getting started 80% 
Addictive qualities 86% 
Value for money 719% 
Overall 79% 





| 
| 
| 
| 


SPECTRUM4SK 





- AVAILABLE FROM GOOD COMPUTER STORES | 
«nno) £69O ALSO AVAILABLE DIRECT FROM ABF 
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Our intrepid hero“Hen House Harry” of 
“Chuckla Epg" fame has been called in to 
help a “Chocolates Egg' manulacturer son 
out his automated factory, which has gone 
haywire, Harry, using all tha skilts ha acquired 
working in the Hen House must get the 
whge!s O! industry moving. 
Not onty does Harry have to collect the 
ingredientes to mix the eggs, but he will 
also have to collect the parts for the toys 
thai go Inside the eggs. 
dg if all thasa problema were not 
enough there are à number o! 
other items that Harry will nesd to 
find and use to be able to 
completa the task. Things lika 
ladders, bita 0! girdera, keys amd 
many mora. 
Chuckle Egg 2 contains 120 screens, plenty 
of surprisea, and ia a true Arcada / Adventure 
game - you don't just find things, you actually 
move them and use them. 





A&F Software, Unit 8, Canal Side Industrial Estate, 
Woodbine Street East, Rochdale, Lancs OL165LB. 
Telephone: 0706 341111 
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in Tech Niche this issue) and 
a copy of the game. Two 
lucky runners-up will also 
pick up a VTX5000 modem - 


ELITE's latest offering for the 
Spectrum is FRANK 
BRUNO'S BOXING, in which 
you have to fight your way 


to the top in the heavy- ideal for getting onto 

weight a. E Micronet, together with a 
We've obtained a sneak copy of the Frank Bruno 

preview of'the portraits of game, and a further twenty 


— two lucky entrants will 
receive their very own copy 
* ofElite's aggressive arcade 
action masterpiece. 

| Entries pleaseto reach the 
“ FRANK BRUNO 


the eight boxers who punch 
their way through the game. 
The nice Mr Wilcox at Elite is 
offering some knockout 
prizes to CRASH readers 
who come up with a 


drawing of a ninth boxer. COMPETITION, CRASH, 
Tale a gander at the eight PO BOX 10, LUDLOW, 
lovelies pictured here and let | SHROPSHIRE SYB 1DE no 
your imagination run riot — 4 later than 25thJuly 
the outright winner of the let's have a nice clean 
comp will pick up a specially drawing, and may the best 
commissioned trophy, a artist win in this, the Elite 
VTX5000 modem (reviewed Prize Fight. 
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MOUNT 


CHALLENGE 


| 
| Producer: Aasvoguelle 
Productions 
Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: Bill Percy 


| would like to think that this 
| Er was inspired by the 

hropshire hills that surround 
its author's home but the deadly 


“life found in this game are thank. 
 Tully notto be found on the Long 
Mynd, at least mot in such 
numbers, 

Mount Challenge is an un 
usual game, The player quides 
Professor Burk to the top of the 
mountain. For the sake of scient- 
ic research he must battle his 
way to the top while being under 
constant threat from the nasties 
that live on the mount. Even the 
little birdies tucked up in their 
nests are lethal. Burk must be 
guided from one ledge to 
another (in reality, platforms of 
varving length and colour). The 
length of a ledge can be 
described in terms of blocks or 
steps since this is how Burk 
moves, either one or two steps 
across or by one or three jumps 
up or down, So to play the game 
you consider the ledge that Burk 
15 on and try to map out a route 
in advance. If Burk 15 On a green 
ledge then he cannot move at all 
until the energy is turned on, 
and then only one step at a time. 
H a ledge is red then movement 
is by one step at a time with the 
energy off or by two steps with it 
on. |f you are one step from the 
edge of a red ledge with the 
energy on and you jump to the 
side then you are going to jump 
one step too far into who knows 
what. 

On some ledges monsters 
await you, attacking as soon as 


which point escape at full speed 
is the only course and under that 
kind of pressure sorting out 
whether you should have the 
energy on or off is very difficult. 

The game is played over 160 
screens, the mountain being 20 
screens high with the other 
screens taking up its various 
faces. Some faces have no 
ledges — so any attemptto jump 
onto them will be met with mild 
disappointment. Getting to the 
mountains summit takes a 
great deal of time because the 
author has laid so many traps. 
More often than not you think 
vou ve found a way up to the 
next level only to discover your- 
self trapped because the colour 
of the ledge vou land on pre- 
vents you jumping back. 

While the game does not pro- 
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creatures and unpleasant plant 


really à 
| edge of most screens one has to 


you move onto their level, at | 





vide a score as such this can 
measured by noting how many 
levels you have managed to 
scale, Three lives are allowed 
and in the very likely event of 
your losing one you find vour- 
self back on the screen on which 
vou died but back at the place of 
entry. On the E side of the tape 
there is a pretty standard 
dominoes Ene — generous 
chap our Bill, The game is only 
available mailorder, and you 
can contact Bill on 06946 345 


CRITICISM | 


O “When | first played Mount 
Chaltenge | though “Oh no not 
another half hearted platform 
game” but | was wrong. The 
program is definitely more of a 
puzzle than a game but | am sure 
that's as intended. The graphics 
are OK for the type of program 
though a liífile on the boring 
side, found the game extremely 
addictive and challenging. Most 
of the time was spent experi- 
menting with different routes. kt 
IS a great game for the price and 
with the dominoes game on the 
B side it must have some 
appeal.' 





O "Mount Challenge really is an 
odoball game because the 
movement is dependent on the 
colour eo on which you are 
standing. The game demands 
uick decisions. At the 


decide whether to jump one or 
two blocks but since you cannot 
see it's reaily a gamble — most 


| of the time | was wrong and 
| either ended up either stranded 


or shark bait. While Mount Chall- 
enge has very simple graphics 
they are smooth and every now 
and then you encounter minor 
graphical niceties that implore 
you to explore further. The 

ame design is superb because 
the idea behind itis so devioushy 
simple, it is frustrating, challen- 
ging and addictive. Plavability 
was marred until the controls 
had been mastered. In defer- 
ence to Mr Minter | will describe 
the game as 'brill 'n fab' so 
there. 


O “When | was first shown this 
game by Mr Percy | lin Minter- 
ese) “got negative vibes man' 
and my first impression was a 


bad one. When Isettled downto | 


play it | was impressed by the 
puzzle that the game presented 
and | would dearly love to getto 
the top of that wretched mount- 
ain. | am only sorry that more 
effort was not made to produce 
much more attractive graphics, 
in themselves they would have 
made no difference to the play- 
ing of the game but | am not 
happy that the existing graphics 
do the game itself justice, Ône 
oddity | found in the inlay was 
the claim that the game had 
been made “deliberately harder 
when using a Kempston ...'as 
the player could only change 
energy when the stick was cent- 
red ....Hmph! sounds rather like 
a bug being tumed into feature. 
Perhaps Mr Percy will combine 
his obvious talents with those of 
a 900d designer for his next 
game. 


Control keys: O/A up/down, |/P 
left/right, Wtor energy on/off 
doystick: Kempston but the 
ame is harder to play 
eyboard play: responsive 
Use of colour: generally very 
simple 
Graphics: smooth and simple, 
Burk is rather ungainly 
Sound: nice tune 
Skill levels: 2 ifyou consider the 








Kempston 
Lives: 3 


Screens: 160 

General rating: a highly 
unusual, addictive, difficult 
game demanding a sense of 
rhythm and fastreflexes, a bitlet 
down by the standard looking 
graphics 


70% 


Use of computer 

Graphics 57% | 
Playability 65% 
Getting started 65% 
Addictive qualíties 88% 
Value for money 80% | 


Overall TER 














OK Chaps and chapesses, here 
we go with another Results 
Roundup, brought to you by 
your loyal Competition Editor, 
whose only aim in life is to get 
hold of luvverly prizes and let 
you win them. 

No contributions have been 
forthcoming for the jumper fund 
and despite the so-called start 
of summer this 'umble minion 
has been slaving away, working 
his fingers to the bone with 
hardly any time left to shiver, 

I've done my very very best 
this month, to you up to 
date with who has won what, 
but with Lloyd's incessant 
demands to make him tea, serv- 
ice his typewriter and kick 
Candy, combined with Jeremy 
“El Corpulento' Spencer's insist- 
ence that | wash his Morgan 
every Monday, ve not got as far 
forward as Imight have, 

Winners of Bubble Bus's High 
Score challenge, the Vulcan 
Designer Joystick comp and 
Incentive's Confuzion Sweat 
Shirt puzale will have to bear 
with me “till next ish. The Micro- 
eus Slime Challenge Winners 
will know who they are by now 
— Micromega are writing to 
them direct to make sure that 
the secret play-off remains a 
secret, so it's schtumm from me 
on that one. Meanwhile, here's 
the rest of the results to date.... 


WINNER OF WALLY 
FAN CLUB COMP 


David Ball, Alice Street, NE33 
SPH 


HONOURABLE 
MENTIOIN 


Daniel Watkins, Meadow Rise, 
DY12 1J5 

TLennon, Kingstanding Road, 
Birmingham 


Spot Prize Winners 

Alan MeNamara, York Avenue, 
OLE 4BY 

Billy Sloan, Maybole Rd, KA19 
TPÓ 


Robert Corradi, Brookman sAve, 
ei pad H 

David Tyler, Henley Crescent, 
Bã1 JH 


Stephen Graham, Green Lane, 
Cumbria 

| MeAulife, Vest Common 
Grove, ALS 2LL 


RUNNERS UP 


Carren Brooker, Greenheld Ra, MPB 9LWy, 
Neil Commins, Thuriestona Drive, SK? 
SRD, Graham Baker, Meadow View, NRIA 
BHF. J Singh, Manor Road, Hadley, Scott 
Green. Woodiands Grove, POZ 5HS, Nick 
Lovibond, Pool Lane, WA 13 984, Robin 
Bilney, Cranmear Road, NG24 4ET, lan 
Pomick, The Nurseries, LLJ300P, Steven 
Wradswmorih, Vyatérido Road, Morfolk, Alan 
Johnston, Lincoln Avenue, 613 3PZ, 
Andrew Taylor, Woodland Drive, SB17dM, 
Cliry Walker, St Margaret Gardens, LNG 
BBO, Christopher Wilding, Edge 
Drive, LUZBER, Guicvi Rigs, Levister 
Street, BL4 9HS, Stephen Nolan, 


Halmemarin Road, Lã 384, Carl Simpson, 
Berrytietds Rosa, 826 BUS, John Nash, 
Elmiale Grove, SOS 04X, Jonathan 
Brough, Churston Rise, Devon, Peter 
Climie, Lincoln Avente, G733PY, Paul 
Marcrof, KRenmedy Road; SEDHD. CM 
Liewveltyn Smith, Wellington Piace, OX] 
220, Colin Reekie, Schoolhguse, KW TO ZDA. 
Garry MelCormack, Sinclair Street, G81 
tÃE, Neil Smith, Sandylorikh Aveéênuve, FrY5 
485, Stuart Wardale, Fist Lane, LV GAG, 
Stuart Chacdwick, Jerome Close, BNFI 207, 
Clairê Riema, Arthor Vigw Crescent, EHZ2 
TNO, Dave Bailoy, Wake Green Road, Bi3 
9FZ, Leo Deric, Sunnvyside Parc, Cormall, 
Brian Melrum, Tulleyhinan Road, North 
grn iridand, Join Gambie, Thorniaigha 
Drive, BT2A 2DS, Christopher Allen, Brqed- 
tands Avente, SISBRL 


WINNERS OF THE 
AUTOMATA 
COMPETITION. ... 


Deus Ex Machina, Greatest Hits 
Vol One and Two 

J Gregory, The Lawley, B63 1JB 
Paul Smith, Rosebank, EX35 
BAR Jason Goddard, Dordon 
Close, B90 1AH Philip Miggiton, 
lronside Road, 514 James 
Parsons, Heron Way, RH13 GDP 


Five winners of DEUS 
Jonathan Blake, Janus, OX5 
25H John Atkinson, Browfield, 
CA1100A J Harvey, Sawle 
Road, DE7 3EF Andrew Toda, 
Croft Close, YO4 3JU Paul 

VER REM Lewis Court, DA? 


Ten winners of TENPACKS 

K Bostock, Highfield Drive, CH? 
TAL Mrs J V Pitchell, Midships, 
BEN24 GAL M Craig, C/o 
Mawdsley, EH6 7NL Graham 
Fulcher, Lomenva, IP25 7AX lan 
Clark, Argyle Street, PEZIN 8PH 
Mark Dracktord, Cressing Road, 
CM? GPN 5 G Mitchell, Mun- 
nings Close, RG21 3EH J Tomk- 
inson, Sundial Lane, B43 6PA 
Chris Robinson, Tuart Street, 
DH3 3EN Steve Livings, Hasle- 
mere Road, CR4 7BF 


winners of GO TO JAIL Malcolm 
Collinge, Lostock Avenue, 5K12 
IDR E Hart, Polmuir Road, 
SAI3TOF Mrs A Cutting, Cam- 
bridge Road, MES OJH A 
Measures, Foxborough Road, 
OX14 3AE Derek Cooper, Gran- 
ville Road, LA1 2PA Michael 
Bowditch, Golderoft, BAZ1 4DA 
Damon Querry, Mount Road, 
SH4 70D Clive Pilcher, Paddock 
Mead, CMI1B TRA Alistair May, 
Institution Road, IVã0 10T John 
Taylor, Melbourne Cottages, 
NR2 25V 


WINNERS OF THE 
IMAGINE 
BASEBALL 
COMPETITION 


N Atkinson, Margaret Court, WÃB 7XZ Ron 
Atkinson, Bayford Road, MEIO SAD 
Anthony Allen, Bibshal Crescent, LUG NE 
“Jonathan Anstee, Jalna Heddington, SN 
OPS Peter Barnbury, Ripley Grove, POZENS 
CR Bento, Ashorofi Road, L37 GEL Nick 
Einns, Waimlay Road, BIG EPG Mr K Ely, 
Adpine Rise, CV3 GNR Kevin Borg, Bucking- 
ham Cloge, W5 TTS Hilary Brown, Venner 





Ave, POST BAF Paul Bucktand, Haig Street, 
NET 9BN James Clarke, Grace Way, Herts 
oinmon Crabb, Conway Drive, PÓZISXDS 

menton, Park Gardens, BAZO 104 Martin 
Fisher, Leisure Court, Tyneé and Wear 
Edward Frsaman, árck Court, CB39LW 
Gerard Feith, Maytair Ave. AME GUE Adrian 

ate, Warston Avenue, B32 25T M Gate, 
Panorama Road, BH19. 207 Paul de Garis, 
Tadayforde House, EXS SAT Stephen 
Graham, Green Lane, CÃZ 708 Soren 
Gjesse, lukkensprove 2, Denmark Jonathan 
Hart, DEZ AH Nick Haynes, Pine View 
Utose, GUZ? 1DU Steven Holmes, Max 
Road, Derby Jonathan Hunter, Curmberiand 
Avenue, DNI2 OHT Culann MeLaughilin, 
Centenary Park, BT7S GHL James 
MeMulien, Woddview, Ireland Átex Marsh, 
lan Road. CMI 0X 5 Mitchell, Munnings 
Close, RG21 3EH M Oswald, Adelaide 
Stremt, PES ZEN Andrew Patterson, VVillow 
Close, CV 12 BBE Neil Pearson, Robins Dale, 
GUZ7 ZL0 David Reid, Midholm Road, 
Surrey WP Ri [x Horns Lana, AL 7 2AH 
Crmg Sanders, Brarley Gardens; SK6 1PJ 
Martin Scanian, Álbeca, TR3 7 i 
Scott, Silver Springs, BH2Z0 BBU Nathan 
Spencer, Ledbury Road, LEI ZRD Atan 
atevers, Badger Road, 513 71X Alan 
Fhomas, Woodgpate Road, GL 16 700 Drew 
Turpim, The Rye, LUE 280 Mario Valenta, 
Darenth Drive, LES 0PJ Rajesh Varia, Morra 
Street, LES GLD Sarah Walmsiey, Wilton 
Close, NNTS 204 Jeremy Ward, Liskeard 
Gardens; SE3 OPN € Warren, Great Innings 
SG 14 3TQ Michad! White, Abernethy, DH? 
18X TiWisbey, TimberOrchard, Herts Alan 
Wootor, Casta Road, ST? 3PH 


JT'Simôn 





, E a 


The charming little Brass Doohickey, supplied by Ultima 


ERIK THE VIKING 
COMP WINNERS 


Three winners of Game and 
Book: 


Peter Miller, Cedar Close, 
Hampshire Stephen Oliver, St 
Davids Drive, EN10 7LS Graham 
Pugh, Ascot Close, Cardiff 


And the Seventeen runners up, 
who win a copy of the gameare: 


Keith Atabaster, Broadoak 
Avenue, ME 15 6DH C R Beale, 
Asheroft Road, L37 GBLR 
Hofman, Arubastraat 29 9715 
RT, Netherlands Dagan Jones, 
Rokesly Avenue, N8 8NR Scot 
Jones, Green How Park, LS29 
7LZ Tomy Marshall, Douglas 
aquare, TOS 0QU A Masters, 
Church Hill, South Yorkshire 
Andrew Moulewick, Riversdene, 
T595DD Simon Proudman. 
West Town Lane, BS4 5DX Mark 
Roake, VWWhopshott Farm House, 
GU21 450 Tony Russell, 
Blandwalk, L6 9HD Michael 
Slater, Wood Top, BLO9ENS J 
Smith, The MillHouse, CTI40LH 
Tony Smith, Salisbury Road, 
EX8 15N Jonathan Stweart, Clos 
Des llses, Channel Islands J 
Thompson, Edgerton Drive, 
L524 90L Peter Waine, The 


Haven, Shropshire 





as the prize in the Alien E Map drawing competition. 'Hug 
me, squesze me, save from dat ole loonep....' det 
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 WINNERS WINNERS WINNERS 





STARION COMP 
RESULTS 


nora antaona Crashlings — 
the Universe has been saved as 
a result of your efforts in the 
Starion Competition! Here's the 
output from the Select and Sort 
Algorithm applied to your Post- 
al communications. ... 


Anon, Queens Terrace, NEZ 2PJ Another 
Anon, Witheridoge Bungalmv, Bucks 
Stephen Alexander, Williams Farm, CMS 
LR Michael Allison, Romanhurst, BRSDPA 
JW Barmett, Coborne Street, SRESRE 
Andrew Barron, Rippon Crescent, SE SAG 
Baumann, Seamons Close, Bedlordshire 
Rrchard Raverstock, Bennett Road, 
Midlands Matthew Beard. Apple Grove, 
ENT 304 R Bilney, Cranmer Road. NCZ4 
SETL 3 Bradley, WynterClóge. Avon Martin 
Brealey, Ruflord Avenue, NGS 4ES Mr 5 
Brigtn, Lady Margarer's Avenus, Pater- 
bprotgh Stephen Bury, Sandy Laná, VVVB 
DEB iVarren Caine, Queensway Drive, 


VOTING FOR 
THE 

ADVENTURE 
CHART 


The CRASH Adventure Chari 
has picked up consid | 





WE 4dF John Carpenter, Ashdale Close. 
PE17ESN Paul Carruihers, Eagle Crescent, 
061 4HP Susan Canter, Mamwel| Road, 
DA 16 2ER Nigel Challis, Swindon Road, 
Wilts Stewart Cook, Constable Avenue, 
Hull SHAW Matthew Codks. Úld Sehoo! 
House, Somerset Alan Coman, Fernaze 
Avenue, G76 7RU PaulCrocktord. Farry 
Vie, ME 17 SLP Martin Davis, Langstone 
Edf SNS TEU K Dowson, Wossderest SY3 
SEX Ben Deveregu, Worle Road, ALISNS 
Beverley Eaton, Windsor gad Wv7 PN 
Mark Ellrs, Retreat Heights, Ireland Michael 
Fawkner, Pandora Road, CVI SEU EO 
Fenton, Ripon Drive, NG24 BUF Graham 
Field, Haymeads Lana, CM23 SJ Reymond 
Francis, Montpetier Gardens, RM6 4EJ 
ateven George, Haltorn Moor Avenve, LS9 
DEZ Chris Giles. Walnut Tree Road, PW1? 
USD Jonathan Green, Ben Madigan Park 
South, BT3E 7PX Mark Greenhill 
steventon New Road, Ludiow Paul Gregg, 
eorge Stregi, Notts Kevin Grubb, Vigywe- 
tonh Street, KY1 4DHK Grresik, Chester- 
held Road, SIS 085 David Hare, Nethar- 
store Lane, W513 886 Simon Harrison. 
Ascot Close, CVIZBTE Jason Hayward, 
Churchill Grove, WFTGOBW Kristran Head, 
Abreys, The Common, 557 LU M Hess 


form, so please use it for the 
Adventure Chart, and not the 
one included at the bottom of 
the Hotiine details. you are 
voting on both charts, you may 
send both forms together in the 
same envelope of course. 


How to register your votes 
There seems to have been 


some confusion in the minds of 
voters for the Adventure Chart, 


man, Besuligu Road, BHA BHY Miss ) Hi, 


Longfields Crescent, S Yorks À Hollings- 
worth, Wellfield Road, SK? GAT Peter 
Haoper, Alfriston Place, OXIG 7X] P 
Hophirs, Norham Cloge, METZ 7HS Simor 
House, Musmell Avenge, NI0 Davi 
Houston, Southfieid Avenue, PA BBY 
Robert Hughes, Warwick Avenue. CVS ED 
Evan Hunter, Cormberand Avenue, DNS? 
BETE S Jacobs, Belhaven Hill, EHS2 TIN À, 
Wy Ronny. Lime Tree Avenve, CAI 4HZ M 
Aid Alban, Underhil Road, SAS ZRE lan 
King, Foxyard Road, West Midlands Francis 
Leo, West Drive, B20 357 Graham Lewis, 
College Road, Kent Ross Lilhywhita, Enox 
Road, POZ BJL Manhew Lyon, Honeyslsckia 
Close, RG2Z2 5AH Berry McKeowrn. Ander: 
son Street, MLS DON Nei Mockert, 
Clevedale, ES 16 250 C Moore, Hollybank 
Close, 512 26N Sam Morgan, Gilston 
Road, CET 945 Hiro Nakanishi, Minatón 
Road, CF4 6SY Mark Nicklin, Drump Road. 
TRISINA Toby Nightingale, Ealso Place, 
WEG Norris, Nerissa Close, POTSLP Justin 
O Brien, Cavendish Plgce, Sussex à, Olimee, 
Buxtor Road, SK11 7EU Esmenn Cr Merti, 
Newonstia Road, BT319DP Master Simon 
Osborne, Hiliside Gardens, RHS FEW 
Parmenter, Laburnum Close, NR37 EB 


any of them points out of ten. 
So, for instance, vou might 
vote for seven titles giving 
each of them ten points if you 
think they are worth it, or only 
three and give them one each. 
These votes are then added up 
for each title and the total is 
divided by the number of peo- 
ple who voted for the program 
resulting in an aggregate 
figure. From these figures, the 
ltd adventure games are 


Rajesh Patel, Parkdaie Close, B24BJU 
Jamie Phillips; Fotteme Wick, SNTO SUN A 
3 Prat, Holberry Gardens, 510 2FR Daniel 
Haferty, Bodelwyodan Ave, LL 9NP 
Darren Rea, Sitwell Arms, dHO Simon 
Read, Oflchurch Lane, CVZ TN Lam Reader, 
Poptar Close, Notts Tom Aix. Abinger Way, 
NR4 ENA Mark Rowloy, Sunnyside Road, 
WINS 0LB Gavin Ryle, Mansionhousa Rogd, 
EHS 24D Michael Rudd, St Brides Drive. 
KAS 98H Robert Savage, Crowland Road, 
CBS 9LF Michael Slater, Wood Top, BELO 
SEN IMSorenser, The Ridgemay. NEI ALAN 
Mark Stevanson, Honey Bourne, CM23 4EF 
Andrew Stocker, Farm Close, PR9 TOR N 
Tulett, Holhpyood Lane, MEZ SAR Andy 
Turner, Falstaff! Ave, AGO 2TO Adam 
Vaughan, iara Court, NNTZ EX 
Satah Wialmsley, Vvilton Close, NNt4 20 
Howard Walters, Cross Lane, NN 14 JEG 
Andrew Wattón, Upper Astrop Road, OXT? 
SPT Paul Watts, Pertielo Road, DYB SLB 
Paul White, Rowlands Ave, PO? TRUM 
Westthorp, Ashby Crescent, DOHA OLF T 
Wyiltams, Brittaim Drive, NES7 947 atephen 
Winkiwy, Renihworih Close; BE1Z ESG 


ing for the Adventure Chart at 
the beginning), and may also 
be written in letter form without 
the use of the coupon if you 
prefer. 


Adventure Chart Prize 
Draw 

And don't forget that, like the 
Hotline Chart, you can win 


prizes! Each month we draw a 
winner from the voters, who 


since we firstintroducedit, with so to clarify the situations, takenin descending order. receives £40 worth of software 
more and more votes coming  here's how we do it. You may Phoned-in votes are andaCRASH T-shirt, with four 
in every day! To make life votefor as many titles as a accepted over the Hotline runners-up each getting a 
easier for sorting, we are now wish (not just five as in the Hot- (0584 3015) in the same way T-shirt and a mini-su ription 
providing a separate write-in line Chart) and You may award (please state that you are vot- to CRASH for three months. 

[A fe to MO ST pe RD ANIS O PRO SE ani iai o pp, pl qua md o AS ES IL 


ADVENTURE CHART 
COUPON 


| Li ul ir A a SE DIR E E Fr EREr A [E] 


Arre Sra str iElds 


E ndo do a oo o pa nim ni uma dad an Td 


Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10 
LUDLOW, SHROPSHIRE SY8 1DB 


| 
dae ste o DEE nad ÃO É pi A 


SSD >5>=""— 


| Please use block capitals and write clearly! 


CO ssa apatia 
| 

| Address ER Pp ed 
ana era jo mim CENA RA RR RO Te] a 4 8 

| 

E sino ESSA A da 


| Send your coupon to: CRASH HOTLINE, PO BOX 10, 


RA A PA O MN E E ooo nm 


| LUDLOW, SHROPSHIRE SY8 1DB 
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Remember - points out of ten for as many titles as you wish. 


are. 


TITLE 


“PRODUCER 


RITE IN COUPON My top five favourite programs in descending order 


The chaps at Design Design 
(the fellows who brought 
ou, amongst other things, 
ark Star and associated 
lunacy) are about to release 


another game onto the| 


world, 
Called On The Run, the 
game is played in a beautiful 


maze, containing weird and 


wonderful plant life and| 


there's a whole gamut of 
monsters to run... you will 
have the choice of a variety 
of weapons with which to 
defend yourself, and the obj- 
ect 15 to collect a number of 
potions in order to save life 
and the universe from the 
endless 

greeblies. 


kt just so happens that 


Graham and Stuart spent the 
latter part of an afternoon in 
the office and were still 
around when the pubs open- 
ed — never ones to miss an 


opportunity, we wheeled. 


them down to a local hostel- 
ry, pliegd them with pints of 
the killer 'Old Flatulence” bit- 
ter and told them they were 


going to have to stump up a | 


Rd FA=E 

This they duly did — inthe 
form of a table-top Pac Man 
machine, which will grace à 
lucky CRASH readers bed- 
room or whatever in due 
course. Forty nine other 
lucky winneroonies will have 
their very own personal copy 
of On The Run. 

Of course there's no 
chance your loyval Compet- 
tion Editor will be allowed to 
Claim any expenses for all 


the beer he bought to stitch | 


up the deal, but such is the 
ingratitude of life. ... 


onslaught of | 


R 


+ 


o 


This iswhat you've gotto do: 
take the letters that make up 
the words Design Design, 
Dark Star and On The Run, 
figale them around and 
make as many other words 
out of them as you can. Each 
word must be at least three 
letters long, and your entry 
should list the words in 
alphabetical order (we've 
ed to check them againstthe 
RASH dictionary, you see). 
No foreign words allowed, 
and put your entry in its very 
own envelope, writing the 
number of words you've 
assembled from the letters 


E 7 sat R E E. a q 
E a E a E a A 


DESIGNDESIGNONTHE- 
RUNDARKSTAR 
on the back All entries 
should arrive at ON THE RUN 
COMP, CRASH, PO BOX 10, 
LUDLOW, SHROPSHIRE 5Y8 
1DB by 25th July. 

longest list of words verif- 
ied with the office dictionary 
wins the table top Pac Man 
machine and a copy of Des- 
tgn Design's latest offering, 
and forty nine runners up (no 
less) will collect their copy of 
On The Run but no Pac Man 
machine! 

Get jumbling 
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| am intrigued by a recent 
development in comp- 
uter games — that of 
promoting the designer, 
or design team, behind a 
game rather than the 
software company. K 
seemed that almost half 
of last month's mag was 
devoted to  Denton 
Designs, one team 


favour. The Dentons are 
probably the prime 
| example ofthe new breed 
| Of star programmers, but 
| they're not the only ones. 


One of the games that I've 
| reviewed this month has been 
published by one company, 
while everything to do with the 
game has been created by 
another. In this case, what was 
formerly a relatively successful 
software publishing company 


house. This trend is going on all 
| around — the companies with 
“the marketing muscle become 
publishers for a number of 
design houses, themselves 
often created from the remains 
of smaller software publishers. 

Now, this is not necessarily a 
bad thing; it could mean that the 
quality of product reaching the 
consumer improves. But the 
problem with “star” program- 
mers and teams could be that 
they will only add to the corpor- 
ate inertia that the new heavy- 
weight software publishers are 
already acquiring. The factthat a 

rogrammer has created one 

stselling game does not mean 
he is a good enough prog- 
rammer to do it again; the only 
way he may be able to do ft 
again is to regurgitate the same 
formula — hence anything that 
comes remotely close to being a 
hit these days immediately 
spawns a sequel. 

While it may be handy for the 
writers Of press releases to be 
able to say “the new magapame 

E 


every 'safe' sequel, or new game 
by the star ttam, may be block- 
ing the way for new, original, 
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currently very much in. 


“original (and 


has now become just a design | 


| Christmas. k 


from the authors. of and 
AYZ IF, it may not be good for | 
the industry as a whole, because 





material from fresh sources. H 
design teams are really going to 
create benefits by becoming 


stars, they will have to move 


away from doing commissioned 
work, and try to establish firmer 
identities on their own account 
— not as puppets of the major 
labels. lronically, probably the 
only way they could do this at 
the moment is by setting up 
their own companies! 

A good example of what I'm 
talking about is Jeff Minter's 
company, Llamasoft. Jeff is a 
'star programmer who “as dev- 
eloped a unique and instantly 
recognisable style —- and bec- 
ause he doesn't work to com- 
mission is regularly producing 
izarre) software. 
Any major label taking him on 


would have to give him a totally 


free hand — much as record 
companies do with their stars. 
Perhaps the software market is 
not vet developed: enough, but 
as the polarisation we are sesing 
at the moment continues, and 
the heavyweights mop up the 
marketplace, design houses will 
find that the onus of originality 
rests with them — and they will 
have to discipline themselves to 
demand the rightto be creative, 


And on a completely diflerent 
subject, | was astounded to read 
that Sinclair will not be produc- 
ing a 128K Spectrum in time for 
seemed 
eminently sensible idea to me, 
probably Clive's best since, well, 
the 48K Spectrum. IHit's true that 
they have millions of pounds 


worth of speccies they can'tshift | 


stashed away somewhere, th 
should either 1) take them ail 
down to Highway 61, or 2) con- 
vert them to 128K at fairly 
marginal extra cost, 

For watchers of Angus and 
Nicola's house (new series 
coming soon folks) we have 
(alas) done very little lately 
except acquire some plants and 
a compact disc, which, while 


doing wonders to the Mozart, | 


has singly failed to bring the 
toilet any closer. Also, | now 
have a new motorbike, which is 
red with vellow spots on, to 
replace the one which some 
theving hyena (probably one of 
my fans) nicked a couple of 
weeks ago. VROOQM! 
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Producer: Lothlorien 
Memory required: 48K 
Retail price: £9.99 
Authors: By David Bolton 


and Colin Gordon 
Published by Argus Press 
Software 


One of the problems of being a 
software reviewer is that one 
tends to become very jaded 
about the games that are avail- 
able, and the idea of actually 





| ive, an 


playing computer games for | 
recreation often goes down the 
plughole. Which |s why | find it 
such a pleasant surprise to find 
myself engrossed in a game, 
and wanting to carry on playing 
until | master it. The Bulge is 
such a game: it's highly addict- 
that's a very rare thing 
amongst strategy games. 
| recently reviewed a game by 
Lothlórien called Overords, 
which | said at the time looked 
likely to be their last independ- 
ent release. The Bulge bears that 
out, and is the first release feat- 
uring Lothlorien in the role of 
design house onhy. The difer- 
ence is incredible! It looks as 
though, freed from the incessant 
hassle of overdue bills, VAT 
returns, sales pitches to distrib- 
utors, printing foul-ups and all 
the rest of it, Lothlorien have fin- 
alhy managed to concentrate 
their energies into the game. 
The Bulge is without question 
the biggest (in terms of playing 
area) strategy game Ive seen, 
it's also incredibly fast (respon- 
ses, cursor movement, scrol- 
ling) and works in simulated real 
time — half an hour in the game 
asses every 15 seconds or so. 
e game is very user-friendly 
to play, and has the facility to 
change the background and unit 
colours — very useful if you're 
playing on a black and white TV 
(see the review of Midway for 





more thoughts on this!). lt can 
be played as a one player or two 
“player game, and for once 
neither game loses Out. 

The scenario follows history 

retty closely: the Germans, in a 
ast ditch attempt to avert the 
course of the war (in December 
1944) launched a massive attack 
at a weak point inthe Allied front 
line which was then lying 
roughly along the line ofthe cur- 
rent German/French border. 
The intention was to break 
through the Ardennes — a fairly 
mountainous forest area — and 
| pushon towards Antwerp, 

The game presents an accur- 
ate representation of the terrain, 
and a major feature is the 
weather — in the real Batile of 
the Bulge, the heavy snow that 
fell over Christmas was à major 
factor in stopping the German 
advançe and in the game it can 
play an equally decisive role. 
he playing area is || think) 65 x 
100 units, and you have a fully 
serolling map window of 24 x 24 
units, You also have a 'strategic' 
map window which shows you 
about a quarter of the total play- 
ing area at once, and you can 
swap between the two. Using a 



















map, giving each of your units 
directional orders. They move 
towards their allocated target 
until told otherwise; combat is 
| determined by strength of num- 
| bers and a few other factors, 
such as infantry in towns, gain- 


the town. 

Placing your cursor over aunit 
will cause its strength to be dis- 
played on screen, 50 il is poss- 
ible to keep track of relative 
 strengths; but | have so far 
found that the game moves 50 
fast (even with pausing at every 
opportunity!) that | have been 
forced to conduct a mad 
scramble eastwards to Lry and 
contain the advance of the 
Germans (vou can play the 
German role if you want). At the 
start of the game each side has 
around thirty units, and reinfor- 
cements arrve during the 
game; the alligs have only two 
unit types, infantry and armour, 
while the Germans have both 
artillery and mobile artillery as 
well. Unit defeats are shown on 
a continual scrolling headline on 


cursor, you move around the | 


ing extra defensive power from | 


the screen, as are the weather 
forecasts, and news of reinforce- 
ments. 

H can be difficult to keep up 
with all the information being 


pumped out atyou, and play the | 
game at the same time, but it's | 


reassuring to note that the 
enemy apparenty makes mis- 
takes: too — not taking the 
pasiest routes, for example. The 
raphics are clear and crisp, and 
the colour-changing facility is a 
boon. The overall presentation 
has improved immeasurably 
since  Lothlorien's | earhest 
outings, and the influence of 
Argus on aspects such as pack 
and booklat design is discrete 
and totally beneficial. This is one 
collaboration that | can only 
applaud — and if Argus' involve- 
ment means you will actually 
ses The Bulge in your High 
Street, then it's even better. 

IF | wanted to find a couple of 
points in the game to complain 
about, | could — | mean, obv- 
ioushyit's not perfect, butsimply 
the overwhelming scope and 
power of the game would make 
objections niggardly. Lothlorien 
have come good at last. 


Overall Verdict. A CRASH 
Smash. An excellent Wargame, 
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BATTLE 
FOR 
MIDWAY 


Producer: PSS 
Memory required: 48K 
| Retail price: E9.95 

| Author: Alan Steele 


PSS have recently scored a 
remarkable success with a war- 
ame on the COM called Fheatre 
“urope, so | had high hopes of 
| Midway, their first outing (as far 
as | know) into wargames on the 
Spectrum. it's always good to 
| welcome newcomers to the 
market, especially when they 
Show every sign of moving in 
permanently. 

Midway breaks new ground in 
packaging, and looks very im- 
pressive; it comes in a large 
ring-binder, with the cassette 
held in a plastic sleeve inside. 
This, | feel sure, will come in 
handy for keeping note-cards 
and file-cards in, if you're that 
sort of person, not to meêntion 
correspondence with the bank, 
etc. Perhaps next time, chaps, if 
you could make it a little bit big- 
ger could get allmy Access bills 
im it... . Well, you may have 
quessed that what Em trying to 
say here is that | don't know 
what the price of this game is, 
but the pack makes it look like a 
ten quid job, while the game 
definitely is not. 

It's not as bad as the 'Great 
Space Waste ' for example, but it 
| definitely does not live up to the 
promise of the pack. There are a 
couple ofmaps anda bitofblurb 
on the pack which attempts to 
elevate the mystique of the 
game still further; very nice 
maps, mind e of Admiral 
Yamamoto's Operational Plan, 
but bearing virtualhy no signific- 
ance or relation to the game. 
Furthermore, apparently Mid- 
way was commended in the 
strategy games section of the 
“Golden Joystick Awards" which 
are voted by the readers of 


leave the readers of CRASH to 
vote on that one (as | value my 
free lunçhes), 
| The E sabio itself is Ttairly 
| straightforward — there are 
three American groups (two 
naval and one from the Midway 
air base) and three Japanese (all 
| naval). Each American group 
| has aircraft (carrier-launched at 
sea) while the Japanese have 
four carriers, but all in one 
group. Your objective is to 
destroy the four Jap carriers 
ivou play the Yankees) [no racial 
bias here). 
"You have two search aircraft 
lbased at Midway Island) which 
vou use to locate and track the 
Jap forces. In the easy game, the 
courses of the Japanese groups 
are actually marked for you, só 
finding them is a piece of cake; 
but even in the hard game find- 
“ing them is not overly difficult, 
as vou can onhy play on one 
screen, and there is no scrolling, 
Once vou have located the 
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launch air 


enemy you must 
attacks against them. Each 
bei has effectively three 
ights of aircraft which can be 
launched and the real-time 
element of the game means that 


| you have to waita minute or two 


between aircraft launches. Once 
airborne, the attack groups are 
directed to the enemy by a 
cursor — you select the target 
position, and they move there in 
their own time. Aircraft run out 


“Of fuel after a while, so if you 


don't remember to land them, 
they will crash, And that is more 
or tess all the strategy there is in 
the game: locate the enemy, 
launch aircraft, blast enemy, 
land aircraft. 

It is certainly far less complex 
than some other games of a sim- 
Har type, eg Mir nico by CCS 
which | reviewed a couple of 
issuês back. Of course, what 
Midway has that other strategy 
games do not is “arcade' sequ- 
ences — which are referred to as 
a “Real Time Air Attacks” in the 
boúklet. These occur whenever 
you attack the Japs or vice versa, 
and what vou see is the relevant 
naval task force laid out before 
vou, and a horde of gnatlike air- 
craft zooming around above 
them. You man an anti-aircraft 
gun and can shoot them. This 
applies tô your own planes as 
well as the Japs', which | sup- 
pose may appeal to some arc- 
ade freaks, but which is totally 
irretevant to the rest of the 
game, and irritating in the 
extreme. 

These suicide shoot em up 
bits are reminiscent of Beech- 
Head, but not as well done; it 
really does seem to me that, in 
order to appeal to a wider 
audience, a vast amount of war- 
game has been jettisoned to 
make way for an arcade section 
which is petty and pointiess. 
There is no indication on the 
cover of these Real Time Air 
Attacks' and no screen shots to 
show what these sections are 
ke — this might create a little 
disappointment with the punt- 
ers, methinks. 

And | have another gripe 
about Midway — it's very diffic- 
ult to play on a black and white 
TV, as the status of the game is 
indicated by the colour of the 
cursor, which is difficult to deter- 
mine. Now | know that in these 
aflluent days of economic 
growth, full employment ete, 
everyone except me has a col- 
our TV for their computer, but | 
still believe in designing for the 
lowest common denormnator. 
So just as, for example, | eritic- 
sed a game | reviewed last issue 
because it needed two Spec- 
trums with Interface 15 to be 


fully playable, so | also think that 
software designers should bear 
in mind that their games might 
be played in mono. Or perhaps 
put a sticker on the front saving 
COLOUR TV REQUIRED. 

In other aspects the game is 
up to current standards; the 


cursor is easy to use, the real- | 


time element works well, infor- 
mation can be accessed about 
tha various flaeis and 
squadrons. But what it comes 
down to is that there is not 


TFT (Flat) 
gens logo 
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enough of a game here — with | 
onhy two segbome groups, nine 
air attack units, and two air 
search units there are just not 
enough units under your control 


| to allow for much in the way of 


thoughtful campailgning. 


Overall verdict: a reasonable 
debut (though not very good 
value); PSS need to eram their 
audience more directly, and 
stop messing about with arcade 
Aybrids, 
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When Bob Wakelin was a lad at school, allhe 
ever wanted to do was artwork for comic 
books. This didn't please his art teacher, who 
felt that such a talented lad shouldn't chan- 
nel his artistic energies into something 
which wasn't quite “art”. During his three 


year stint at art college in Wales, his home- 
land, Bob's lecturers also tried to put him off 
the idea of working for comics — to little 
avail. 





Shortly after completing the 
Graphics course, and once he'd 
finished the obligatory spell! on 
the dole, Bob started work for a 
Liverpool studio which 
specialised in artwork for the 
entertainment industry, and 
executed a lot of commissions 
from rock bands, producing 
artwork for album covers. 

Working his way up from 
Whipping Boy. graduating to 
Lackey and then achievin 
Studio Manager status, Bob 
decided it was time to branch 
out. Starting as a freelance in 
1978, he at last became involved 
in his first love— comic books — 
working for Marvel Comics. 
Sadly, the dollar exchange rate 
in those days meant it didn'tpay 
too handsomely, though. 

In 1980 Bob joined a band, 
playing synths. “lt was a whim 
really. "d got bored with 
drawing and some friends had a 
band. ! joined them for a while, 
and we did reasonab!y well. 
Then, as is so often the case, we 
had a row and spíit up", And the 
manager departed with funds, 

Should the ex-manager of this 
particular band happen to be a 
CRASH reader, Bob would like to 
state publicly that one day, he's 
goin g to catch up with you. 

Revenge is a great thing”, Bob 
told me, “ft gives me a reason to 
live, There was a slightly evil 
undercurrent to the jocular tone 
in mich that remark was 
delivered. 

: Back in Liverpool, his adopted 
home town, and with the band's 
split behind him, Bob started 
psi Rod freelance work 
again. Through the uncle of a 
friend of a friend, of a friend etc, 
he leamt that David Ward was 
starting up a software house 
down the road in Manchester 
and was looking for an 
ilustrator. 

Just as he did'the first job for 
Dave Ward's new company, 
Ocean, a//sorts lg ople started 
to get in touch, offering work. 
Mrs Wakelin wasn't too pleased 
with some of the commissions 
her husband accepted. 
Something to do with giriie 
calendars... but all that's 
behind him now. Mr Wakelin 
does allthe inlay illustrations for 

ean. 
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Em still doing occasional 
covers for C&VG and comie 
books too — justso | don tforget 
how to draw superheroes', Bob 
explained, "but Ocean has 
grown and expanded so quickly 
that Em doing nearly halfmy 
work for the one client”. 

ft takes about four or five days 
E fromstartto finish to complete a 

| painting for Ocean. spend a 
E day referencing it and then 
| three or four days completing 
the artwork. | start off by doing a 
very tight drawing in pencits, fit 
ing in all the detail and then air- 
brush over so that some ofthe 
pencil lines come through the 
colour. | don't like the tubular, 
plastic fook of most airbrush 
work and find that the pencil 
technique avoids that... !gener- 
ally finish the painting of, aded- 
ing tiny details in gouache or teit 

Ae 


it would seem à pise logica! 
move for an artist working on 
cassette inlays for computer 
software to transferhis attention 
to the screen, designing charac- 
ters or game screens: “| was 
asked eighteen months or so 
ago, but Fm not interested in 
designing screens at the mom- 
ent. Fm not a lover of computer 
graphics... Um not happy with 
the medium. Sure ll have to get 
into it eventually, but at the 
moment | would get frustrated 
about not being able to get the 
detail |want into a picture on à 
TV screen. Maybe when the 
technology catches up, and the 
N priceofhigh resolution equip- 
MB  mentcomes down [ll get involv- 
= ed... anyway !haven'tyet done 
alli can with the traditional 
media of paint, pencil and ink! 
| So what plans does this thirty- 
o imo tá old "honorary Liver- 
pudlian' have for the luture? 
= “Thereare severalthings | really 
| wantto do, not least get back 
into comics, but | fike not know 
ing what's going to happen 
next.” 

Firmly a freelance, Mr Wakelin 
explains that planning ahead is 
not his forte: “Fve got such a 
short attention span, thatifl 
made plans for the future Pd get 

| boredbefore [brought them into 
| action, and change everything 
|, .. there isn't reaily time for for- 
— weard planning anyway, he 
adoeo, lhaven'thad more than 
a couple of days without work in 
the last few years and haven't 
taken a holiday. [could only take 
a A | | a holiday if lhad a couple of 

e a d  ) Pal — E Es weeks without any work on — 
o “UIQ “a + o. but if that happened | would be 


" A ao 


Chomminmahia nte” om oe | acing up and down the room, 
| “Cha mpionship Lodi e 5 biting my fingemails, obg 
what was going wrong, rather 
than enjoying a holiday. 

The Wakelin fingemails are 
Fairty safe, methinks. ... 
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